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ONLY THE 
- STRONGEST SURVIVE... 


© HEAD-TO-HEAD SINGLES AND TAG TEAM ACTION. 
(2 * MAYHEM BOTH IN AND OUTSIDE THE RING. 
+ THE 3-ON-3 SURVIVOR SERIES® 


* THE ATOMIC DROP, THE WARRIOR WALLOP, 
THE HULKSTER SPLASH, AND MORE. 


‘ Double-teaming may 
lead to victory — or 
disqualification. 


Choose from 8 WWF 
Superstars™ or enter 
the ring as “yourself”. 


IT'S SURVIVAL OF THE FITTEST ON YOUR NES*! 


Unleash a Flying 
iv Atomic Drop — 
€ Pat outside the ring. 


TAKE COMMAND 

OF THE RED OCTOBER... 
THE 

HUNT 

IS OW! 


They're stalking you... bombing you.. 
and: assaulting you. There's even a 
saboteur lurking aboard. 

As Captain Ramius, you command 
he ultimate nuclear submarine. 
Your goal... to defect. 
A game of strategy, action & skill! 
Look for the Nestle Crunch® Bar promotion on 


} specially marked packages and win "The Hunt For Red Hl \s = 
October" game or other great prizes! E g 
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CH Nintendo and Nintendo Entertainment System are registered ™ 
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Get ready for the blockbuster of the year. IKARI 
Ill, THE RESCUE. The hottest ticket in town for 
your Nintendo system. 

It's the end of the 20th century. A worldwide 
economic recession wreaks havoc with the nation 
and the planet. The impending threat of anarchy 
has given rise to a secret vice organization called 
“Crime Ghost’ led by the mastermind “Faust”, 
who's dangerously poised to take over the world 
with his diabolic strategy, 

There is one president who has initiated a plan to 
wipe out the association, and he has summoned 
you, the incredible Ikari Warriors Paul and Vince, to 
penetrate the enemy hideout and rescue his 
daughter Elise. But first, you must fight the Crime 


S dee, 


THE HOTTEST TICKET IN TOWN. 


Ghost and attempt to destroy them all. To do this, 
you will use your undersea scuba tactics and 
guerilla fighting power. Fire machine guns, throw 
grenades and kick some butt using your own brute 
strength. Add to that superior martial arts skills 
using round house and jump kicks, punches and 
more. Only the Ikari Warriors can save the world 
from chaos! 

To be the first one on your block to see the hit of 
the year, call SNK at 1-800-PLAY-SNK and find 
out more. 

SEE SNK AND IKARI Ill AT THE CES SHOW IN THE 
NINTENDO SECTION, BOOTH 27 & 28. ALSO 


STARRING, CRYSTALIS AND LITTLE LEAGUE BASE- 
BALL. PLUS DEXTERITY FOR THE GAMEBOY 


= SNK 


‘© 1990 SNK CORP. OF AMERICA 


SNK Corporation of America, 246 Sobrante Way, Sunnyvale, CA 94086, (408)736-8844 
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SORCERERS |": 
are GIRLS |-- 


Fitowing high school graduation, Ernie Eaglebeak had two career options: Dragon Tending or 
Sorcery. 

een Tending demanded interminably long days roasting under the acrid breath of temperamental 
dragons in holding pits of dirt and grime. 

Sorcery offered a four-year romp through Sorcerer University — four years of outrageous frat parties, 
scantily-clad co-eds and reckless behavior. 

Sorcerer U. also meant plenty of adventure — from battling dragons in the Simulation Lab with only 
arcane spells as weapons; to grappling with zesty females in real life using more, um, natural tools. 


psa WNLEGEND™ 


ENTERTAINMENT COMPANY 


Marketed by MicroProse Software, Inc, 
180 Lakelront Drive » Hunt Valley, MD 21090 + 1-800-873-PLAY 
©1990 Legend Entertainment Company. Spelicasting 101; Sorcerers. 
Get All The Girls and Sorcerer University are registered trademarks, 
‘of Legend Entertainment Company. ALL RIGHTS RESERVED. 


Spellcasting 101: Sorcerers Get All The Girls is yet another bawdy, irreverent graphic adventure from Steve Meretzky, 
author of The Hitchhiker’s Guide to the Galaxy, Leather Goddesses of Phobos and Zork Zero. Despite the presence 

of “naughty” and “nice” modes, this game is not recommended for those who a) have weak hearts, b) believe sex is a four-letter 
= word, or c) think college students, no matter what universe they live in, spend their free time studying. 


HILL To... 


Psychotic, Death-Dealing Sorcerers. 


OFILL To... 


Deranged, Draconian Firedogs. 


Hideous, Head-Stomping 
Hopgoblins. 


“Spent hours searching for magical treasures . . . even longer 
trying to use them.” —Trey Green, Game Reviewer 


liked ‘Ghouls,’ ‘Stormlord’ will blow yor 
—Barrett Ryals, 


RazorSoft and Stormlord are trademarks of RazorSoff, In ai: ‘are trademarks of Sega of America, Inc 


Back to the 


Future 2 & 3 


I have discovered a way to warp 
to the year 1875 in Back to the 
Future 2 & 3 for Nintendo. At the 
title screen, hold down the A and 
B buttons and press Select. Some 
scrambled letters come up on the 
screen. Arrange the letters to spell 
“Flux capacitator is the power.” 
The title screen comes up again. 
Press Start. A different story 
comes up and a bird drops you 
into the year 1875. 


David Johnson 
Ohio 


Thanks for the tip. But be careful when 
entering that code. The correct code,as 
you say, is “Flux capacitator is the 
power.” But in the Back to the Fu- 
ture movies, the actual device was 
called a flux capacitor. 


Gargoyle’s Quest 


I just received Gargoyle’s Quest 
for the Game Boy, and I enjoy 
playing it. But seem to be having 
trouble getting into Darkoann’‘s 
castle. Please help me. 


Philip Balsman 
Missouri 


There are many passageways that lead 
to dead ends, so don’t be fooled. Take 
the cave entrance directly to the right. 
Even though it looks just like the other 
passageways on the inside and out, 
you'll reach the castle at the other end. 


"LA 


Do you have any questions 
about your favorite video- 
games or computer games? 
Or do you have any hints and 
tips to share with your fellow 
game players? If so, write to 
The Tip Sheet, Game Player's, 
P.O. Box 2 Gr boro, NC 
27429. Due to the volume of 
mailwe ive, we regret that 
we cannot reply individually by 
mail to game questions 


Les Manley in: 
Search for The 
King 


I have Les Manley in: Search for 
The King for PCs, but I’m stuck. I 
know I’msupposed to distract the 
maid to get the skeleton key in 
the Las Vegas Casino Hotel. The 
problem is thatI don’tknowhow. 
What should I do? 


Dan Sayson 
Pennsylvania 


This is an easy one: Lie down on the 
bed and mess it up. The maid will come 
in to make it up again, and you can 
snatch the key from her cart in the hall 
while she’s occupied. 


Maniac Mansion 


I have piles of questions about 
Maniac Mansion. How do youget 
into the garage? How do you get 
the radio out of the pool? Where 
are the instructions to Ed’s com- 
mando kit? Where's the sponge? 
What is the grate outside used 
for? What's the grate in the pantry 
used for? Where are the pieces to 
the radio in Fred’s room? Do the 
candles in the dining room have 
any use? 


Michael Freeborn 
Alberta, Canada 


To get into the garage, use the Hunk- 
o-Matic to build your muscles, To get 
the radio out of the pool, use the water 
valve under the house to drain the 
pool. The instructions will be delivered 
by the postman — but you've got to 
grab the package before Ed does. 

The sponge is in the bathroom, of 


‘course. Use it to mop up the film 


developer that leaks through the grate 
in the pantry and onto the ground 
under the house. The radio can be 
repaired by installing the radio tube 
you should have found in the living 
room. Only Bernard has the know- 
how to install the tube. And finally, 
no, the candles don’t have a use — but 
don’t they add some nice atmosphere? 
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art and science of entertain! 


Luca: 


THESE PIRATES HAVE 
TONGUES AS SHARP 
a SWORDS. 


on 


Lucasfilm™ Games’ swashbuckling new 
graphic adventure lets you trade insults with 
some of the saltiest seamen to ever sail the 
seven seas. 

In The Secret of Monkey Island, you'll 
sling one-liners with a fast-talking used ship 


salesman, a sarcastic swordmaster, a wisecrack- 


ing corpse, and a prisoner whose breath would 


stop a horse, You'll also hunt for buried treasure, 


chase after a beautiful woman, 
and—perhaps—unravel one of 
the twistiest plots in the history 
of adventure gaming. 
You're short, broke, clueless 
and friendless. 
And you've just arrived on 


Mélée Island seeking fame and fortune. Explain- 


ing to anyone who'll listen that you want to be 
a pirate. 


Being the easy-going types they are, your 


new pirate pals invite you into the club. Just as 


The Sere of okay sland nal or gM 2d 0 compat in-car EGA and 26 la: VOA verso Vist your att ore rt 


soon as you've completed three tiny trials. 

Among other things, you'll need to sedate 
some piranha poodles, burglarize the governor's 
mansion, and do business with the scum of the 
earth. And if that's not enough, you'll have to 
figure out whether the 300-found voodoo 
priestess covets your rubber chicken, fetid fish, 
pack of breath mints, or... 

Ifthe brigands don't grab you, 
the graphics will. 

Lucasfilm Games set today’s 
graphic standards with games like 
Loom and Indiana Jones and the 
Last Crusade, Now The Secret 
of Monkey Island ups the stan- 
dards a few more notches with 
stunning 256-color VGA graphics (16-color 
EGA version also available), proportionally 
scaled animated characters, and cinematic 
pans and camera angles. 

Our acclaimed point’n’ click interface 


with VisaMC by caling 


fe Yeah Pu 6 a Lncaasbteramert pany Ai ngs ese ta adenar ot eaten Gesrese haces ne 
Salsa vont si Cop Adubsaradenanct AGA heros pte sanged wa heron Sno Cama Case Les, The lost Poplar Case Ue The Wart 


‘ship’ regstiy: Bahamas and Liberia. 


has been improved even more, So have our 
sound effects, which are backed by a captivat- 
ing calypso and reggae music track. 
Enter the Monkey Island Treasure Hunt and 
win a FREE Carnival Caribbean cruise! 

If you can solve a few sneaky puzzles 
ina special demo of The Secrets of Monkey 
Island, you might just win one of the sweetest 
prizes since Captain Kidd's treasure chest. A 
Carnival Cruise for two, one of a hundred 
AdLib™ sound cards, or one of hundreds more 
prizes! You'll find the areca 
demo and complete rules ¥ 
in specially-marked 
boxes of 3M diskettes. 
Or send a self-addressed, 
stamped disk mailer to: 
Monkey Demo, PO Box 
10228, San Rafael, CA 
94912. 

So act fast, think fast, and enter fast. 
Because while playing The Secret of Monkey 
Jsland is an adventure, winning the Treasure 
Hunt isa real trip. 


[UEASFILN| 
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Phantasy Star Il 


In Phantasy Star II for the Sega 
Genesis, the hint book says to 
stock up on Star Mist, but I can 
only find two. Also, how can I 
find the elusive Moondew? 


Adam Treusch 
Manitoba, Canada 


These items can occasionally be found 
in dungeons, but you can also steal 
them using Shir, the thief. Take her 
into any Items Shop (it doesn’t matter 
if the shop doesn't offer the items),and 
walk in and out until she steals 
something. What she steals depends 
on her experience level. To get the 
items you want, you might have to 
advance a few levels first. 


Use Shir the thief to steal special items that 
you'll need. 


I purchased Shinobi last Christ- 
mas. I don’t know which weapon 
you use to kill the big ninja at the 
end of level 2. How do you kill 
him? 


And how do youuse the magic 
and weapons you pick up after 
the bonus stage? It looks like 
lightning — what is it? 


Chris 
Tennessee 


Since the boss of level 2 is a helicopter, 
we're assuming you mean the boss of 
level 1-2, who isa big ninja. The ninja 
throws fire that zeroes in on your 
current position. Stay on the left, and 
just before he throws the fire, jump 
high to attract it to the ceiling. Then 
cravwl under the flames to get close to 
the ninja. Stand four or five steps 
away from him and throw darts into 
his eyes. The timing is difficult, so 
make every shot count. 

To use the lightning magic, you 
must first defeat a certain number of 
enemies. When the ninja magic sym- 
bol at the top of the screen starts 
flashing, the magic is ready to use. It 
summons forth a lightning bolt that 
kills all enemies on the screen. 


To get safely through the Earth- 
quake Zone of Super C for 
Nintendo, run quickly to the far 
right of the screen while the 
Babalu is being destroyed. Move 
backslightly, then move back and 
jump immediately into the 
Earthquake Zone. 

Once you’re on the ground, 
keep running and firing all the 
way to the end. The ground will 
cave in behind you, so you won’t 
get trapped. Only the attackers 
will be swallowed by the earth. 


Xiao Q. Tian 
Massachusetts 


That's a great tip for Snake and Mad 
Dog fans. Thanks! 


Alex Kidd in 


High-Tech World 


I have been a fan of the Sega 
Master System for a long time. 
I've finished most of my games 
except for Alex Kidd in High-Tech 
World. I don’t know how to get 
out of the city. Ineed a travel pass, 
but all I ever get is a fake one. 
Please, please tell me how to geta 
real pass. 


Mike Quimby 
Wisconsin 


Try praying at the church 100 times. 
GP 
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Trash all those other basketball 
cartridges! ULTIMATE BASKETBALL” 
captures all the thrills and intensity 
of a real full-court basketball game. 
You are in command; leading the 
court, making the plays, and 
scoring the points. 

Want close ups? Go for the 

slam or a 3-pointer and let the 
full-screen animation blow 
you away! 

When your men start 

to drag, you can substitute 
some fresh blood. 

It's all jam packed into 


one NES cartridge, Red ees ia... | 
pro-basketball Be a part of the action-not 
at your fingertips! just a spectator 


You control full court 
movement 


Team up with a friend 
against the computer 


Pick your starting line-up 


®4. American Sammy Corporation 


EDD 4421 205th St, Suite D-104, Torrance, CA90501 
© H@H*, PHONE: (213) 320-7167 « GAME TIPS: (213) 320-7362 


See your shots-up close 
and personal 


ULTIMATE BASKETBALL™ is a trademark of 
American Sammy Corporation. Nintendo and 
Nintendo Entertainment System® are registered 
trademarks of Nintendo of America, Inc. 


The Followins 


00730 


Why mow the lawn when you can bomb After dinner, you can always battle maggots, RYGAR, the 2 player arcade hit that pits you 


oncoming planes and desiroy secret military _lood-flies and drools in the dangerous 8 against ferocious beasts, hideous demons or 
bases in nine action missions with BLUE player game~ SLIME WORLD. worse, your best friend. 


LUGHTNING. 


PAPERBOY. Fling papers at non-subscribers, RAMPAGE. Become a 60 ft. beast, demolish Encounter loathsome beings. Escape from 
race your bicycle on people's lawns— in buildings and eat tanks as an army attempts horrible creatures. It’s you against the evil 
other words, the ultimate afterschool job. to destroy you. Up to 4 players can take partin empire in the game of GAUNTLET. 

the destruction. 


Warm up the brain cells. Condition And now you can play them 
those fingers. Break out the antacid. on earth. In fact, anywhere on 

The new Lynx earth. Because the 
cartridges are here. Lynx is the world’s 

Twelve of the first portable, color 
roughest, toughest, video game system. 
most challenging With its totally 
game cartridges in the Cosmos. unique 16 bit graphics engine, 


Blue Lighting, Sime World. Zarlor Meroenary™ Epyx, lnc: Nenophobe, Ran gage™ Bally Manufacturing Co, Kix, Paperboy, Gaunt, Road Blaser™ 


Ic 


DEBUG OY 


ROBO SQUASH. The ultimate paddle game. 
The goal is to squash the enemy and line up 
four globes in a row to win. But be careful, 
three splats and you're out. 


T= 
1 SYEED| 


exploding towers and enemy vehicles for 
points and make it through 50 levels. Great to 
play in the back of the car. 


the Lynx lets you play arcade 
quality games that really look like 
arcade games. In 4 channel sound. 
Play by yourself. With one opponent. 
Two opponents. Three opponents. 
Or you can even link up with seven 
other players on certain games. 

So if you don't already own a Lynx, 


‘Atari Games Corporation. Ms. Pac-Man Namco, Ld. Rygae™ Teemo, Lic 


Scenes 
For Adul 


XENOPHOBE. Trapped in a space station, you 
must destroy the aliens. Side-scrolling 
adventure for up to 4 players. 


It’s a galactic shoot out between you and 
aliens in the 4 player gameZARLOR 
MERCENARY. Your only hope is to kill them all 
or break for lunch 


= 


KLAX. Maneuver your platform. Catch the 
falling bricks, Stack ‘em for points. And try to 
do it all before your dad asks to borrow it. 


Help MS. PACMAN escape the marauding 
ghosts by guiding her through multiple mazes 
gobbling up dots, energizers, fruitsand 
pretzels. 


you better hurry. Because they’re 
going fast. And so are all these game 
cartridges. 

Visit the videogame section in your 
favorite store now. 

Before they're wiped out. 


| 


the Ata logo, Robo Squash, Lynx™ or 8™ Atari Corporation, Copyright 1990. 
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GAME PLAYER’S ANNUAL AWARDS — 1990 


For gamers, 1990 was an exciting year. In every format — Nintendo, Sega Genesis, NEC TurboGrafx-16, 
Amiga, PC compatibles, and hand-held systems such as the Game Boy and Atari Lynx — we've seen 
exceptional games that set new standards in the field of electronic entertainment. 

In recognition of these outstanding achievements, the editors of Game Player's are pleased to an- 
nounce the annual Game Player’s Awards for 1990. In early January, trophies for all of the major 
categories were presented to the publishers and manufacturers of the award-winning products at the 
Winter Consumer Electronics Show in Las Vegas. We also presented Excellence Awards for products 
that exemplify the high level of quality and ingenuity we've seen over the past year. 

Consider this list of award-winners a guide to the best electronic games that came out in 1990. You 
can’t go wrong with any of them. 

NINTENDO Best Puzzle Game Chip ‘N’ Dale: Rescue Rangers 
ENTERTAINMENT SYSTEM Dr. Mario - Capcom 
Nintendo of America 
Nintendo Game of the Year Crystalis 
Super Mario Bros. 3 Best Sports Game SNK 
Nintendo of America Baseball Simulator 1.000 
Culture Brain Double Dragon II: The Revenge 
Acclaim } 
Best Strategy Game 
Solstice Dragon's Lair 
3 CSG Imagesoft CSG Imagesoft 
L Best War Game Dragon Warrior II 
- Shingen the Ruler Enix America 
Super Mario Bros. 3 Hot-B 
Best Arcade Action Game The Immortal 
Mega Man 3 Game Player's Electronic Arts 
Capcom NES Excellence Awards 
Tronsword: Wizards 
Best Fantasy A Boy and His Blob & Warriors II 
Role-Playing Game Absolute Entertainment Acclaim 
Final Fantasy 
Nintendo of America Castlevania IIT: Dracula's Curse Jack Nicklaus’ 18 Greatest Holes 
Konami of Major Championship Golf 
Best Graphics Konami 
Adventure Game The Chessmaster 
Maniac Mansion Hi-Tech Expressions Jordan vs. Bird: One on One 
ee Jaleco Milton Bradley 
continued on page 21 
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Win WIN- WIN 


SUBSCRIBE TODAY 
1-800-222-9631 


or mail a subscription card from this issue 


sional Rey 
seas SS 


RIVER CI 
MILITARY 


PLUS: 


LO 
ENDO’ WOR! 
NNAMPIONSHIPS! | 


GENES 
JOE MONTAN 


INTRODUCING THE ULTIMATE 
HOME VIDEO FOOTBALL GAME. 


|. Get your scouting info direct from 2. Play select screen. Try a draw play, 3. Check out your receivers through 4. Make the catch! Stiff arm 


Joe. All the inside information onall the _ flare pass or maybe go for a bomb. the face mask view at the top of the defenders as you sprint downfield for 
teams. Go for the win! Joe Montana even gives screen and find the open man. If the the touchdown. 
you his favorite play! defenders are playing back, hit your 


receiver on a short slant for a big play. 


Who better to design the ultimate football video game than the Pro Quarterback of the 
Decade, Joe Montana. And Joe chose Sega” Genesis” because.only its 16-bit power could 
create the lifelike animation of real passing, running, receiving and blocking. After months 

of working closely with our programmers in the development stages, Joe Montana Football” 
is here. 

You select from 16 teams, each with their own strengths, weaknesses and unique style 
of play. You can be Joe Montana and control San Francisco's devastatingly accurate passing 
attack or quarterback another team that fits your style. Set your own strategy or use Joe's 
recommendation for the winning play. 

Call audibles at the line of scrimmage. As you take the snap, you see your receivers run 
their patterns from a quarterback’s perspective looking through his face mask. You decide 
whether the pass is a bullet or a long bomb going for the endzone. You can even throw the 
ball away. And you also control the receiver as he dives 
for the ball, or runs downfield and straightarms 
defenders. As the game clock runs down, 
dive for first down yardage. There's 
also halftime and end-of-game stats, 
delivered by Joe. Or, play the “two minute 
drill” and see if you can score a touchdown 
in just two minutes—in true Joe Montana 
style. Football couldnt get more real. What 
else would you expect from Joe Montana 
Football” You cant do this on Nintendo? 


Sega and Genesis are registered trademarks of Sega of America Inc. Joe Montana Football ©1991, Sega of America, Inc. ©1990 Sega of America, Ine. PO Box 2167, South San Francisco, CA 94080. 
Nintendo isa registered trademark of Nintendo of America, Inc 


GENESIS DOES IT ALL. 


Golden Axe” 


‘The Revenge of Shinobi” Rambo lll" 


Forgotten Worlds” 


ADVENTURE GAMES: 


‘The Sword 
of Vermillion” 


E-S.W.A.T. 
City Under Siege” 


Super Monaco GP~ 


Pat Riley’s James“Buster”Dougias Joe Montana Football™ 
Basketball” Knockout Boxing” 


was 


The Castle of Illusion” 
Starring Mickey Mouse 


continued from page 16 


NINTENDO GAME BOY 
Game Boy Game of the Year 


DuckTales 
Capcom 


DuckTales 


Best Arcade Action Game 
Double Dragon 
Tradewest 


Best Fantasy 
Role-Playing Game 
Final Fantasy Legend 

Square Soft 


Best Graphics Adventure 
Gargoyle’s Quest 
Capcom 


SEGA GENESIS 
Genesis Game of the Year 


John Madden Football 
Electronic Arts 


John Madden Football 


Best Arcade Action Game 
Strider 
Sega of America 


Best Fantasy 
Role-Playing Game 
Sword of Vermilion 
Sega of America 


Best Puzzle Game 
Columns 
Sega of America 


Best Simulation Game 
Hard Drivin’ 
Tengen 


Best Sports Game 
Lakers Versus Celtics 


Electronic Arts 


Best Puzzle Game 
Quarth 
Ultra 


Best Sports Game 
NFL Football 
Konami 


Best Strategy Game 
Mercenary Force 
Meldac 


Game Player’s Game Boy 
Excellence Awards 


Kwirk: The Chilled Tomato 
Acclaim 


Batman 
Sunsoft 


Teenage Mutant Ninja Turtles 
Ultra 


NBA All-Star Challenge 
LJN 


Best Strategy Game 
Populous 
Electronic Arts 


Best War Game 
Herzog Zwei 
Sega of America 


Game Player's Sega Genesis 
Excellence Awards 


Michael Jackson's Moonwalker 
‘Sega of America 


Budokan: The Martial Spirit 
Electronic Arts 


Hellfire 
Seismic 


21 


GAME PLAYER'S 


NEC TURBOGRAFX-16 


TurboGrafx Game of the Year 
Bonk’s Adventure - 
NEC Technologies 


Bonk’s Adventure 


Best Arcade Action Game 
: Bloody Wolf 
NEC Technologies 


Best Fantasy 
Role-Playing Game 
Ys: Book I and II 
NEC Technologies 


Best Puzzle Game 
Klax 


Game Player's Special 
Achievement Award 
TurboExpress 
NEC Technologies 


TurboExpress 


NEC’s TurboExpress is the new 
king of hand-held videogame 
systems. Its color, sharpness, 
and illumination set it apart 
from all other portable game 
machines. 


3 Tengen 
2 EES SP ORE ea 


Best Simulation Game 
Jack Nicklaus Turbo Golf 
Accolade 


Best Sports Game 
Takin’ It to the Hoop 
NEC Technologies 


Best War Game 
Military Madness 
NEC Technologies 


Game Player’s NEC 
TurboGrafx-16 
Excellence Awards 


Devil's Crush 
NEC Technologies 


TV Sports Football 
NEC Technologies 


Ninja Spirit 
NEC Technologies 


COIN-OP ARCADE GAMES 


Arcade Game of the Year 
S.T.U.N. Runner 
Atari Games 


S.T.U.N, Runner 


Game Player’s Arcade Game 
Excellence Awards 


F-15 Strike Eagle 
MicroProse 


Battletech 
Virtual World Entertainments 


ATARI LYNX 


Lynx Game of the Year 
Todd's Adventures 
in Slime World 
Atari Corp. 


Todd's Adventures in Slime World 


Game Player's Atari Lynx 
Excellence Awards 


Electrocop 
Atari Corp. 


Chips Challenge 
Atari Corp. 


AMIGA 


Amiga Game of the Year 
Shadow of the Beast 
Psygnosis 


Game Player’s Amiga 
Excellence Awards 


Drakkhen 
Data East 


Battle Squadron 
Innerprise 
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It Came From the Desert 
Cinemaware 


Shadow of the Beast IT 
Psygnosis 


Treasure Trap 
Electronic Zoo 


Wings 
Cinemaware 


ae 


Really ge get a Noid. 


Yo! New York City’s been overrun by a 
bunch of really bad guys. And you’ve got 
to stop them. How? Just bonk them a lot 
with your yo-yo. Or, out-chomp them in 
the pizza eating contests. 

Get your slice of the Yo! 
Noid action for the Nintendo 


When the IceMan comes, 


don't slip-up on your yoyo today. While it’s hot! 


Use your pizza crusher to In Central Park, 
put out FireballMan. shateboard over bad guys 
and gain magic powers 


bonking. 


Licensed by Nin 


© 1990 CAPCOM US.A.. Inc. Officially licens 
Domino's Pizza are registered trademarks of Domi: 
Productions, Inc. © 1890 Domino's Pizza, Inc. 


oduct of Domino's Pizza® Noid, the Noid character. and 
10's Pizza Inc. Noid design in Claymation by Will Vinton entertainment 
‘Susten 


Railroad Tycoon 


L PC COMPATIBLES 


PC Game of the Year 
Railroad Tycoon 
MicroProse 


Best Arcade Action Game 
Wing Commander 
Origin 


Best Fantasy 
Role-Playing Game 
The Savage Empire 
Origin 


Best Graphics 
Adventure Game 
Circuit's Edge 
Infocom 


Best Puzzle Game 
The Fool's Errand 
Miles Computing 


Best Simulation Game 
LHX Attack Chopper 
Electronic Arts 


Best Sports Game 
PGA Tour Golf 
Electronic Arts 


Best Strategy Game 
Ishido: The Way of Stones 
Accolade 


Best War Game 
Harpoon 
Three-Sixty 


Game Player’s PC 
Excellence Awards 


ABC Monday Night Football 
Data East 
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Bad Blood 
Origin 


Balance of the Planet 
Chris Crawford Games 


Blue Max: Aces of the Great War 


Three-Sixty 


Budokan: The Martial Spirit 
Electronic Arts 


Centurion: Defender of Rome 
Electronic Arts 


Command HQ 
MicroPlay 


Conquests of Camelot 
Sierra 


Countdown 
Access 


Dark Heart of Uukrull 
Broderbund 


DragonStrike 
Strategic Simulations 


F-15 Strike Eagle II 
MicroProse 


The Game of Harmony 
Accolade 


Hero's Quest 
Sierra 


Jack Nicklaus Unlimited Golf 
& Course Design 
Accolade 


Knights of Legend 
Origin 
Leisure Suit Larry II 


Sierra 


Les Manley in: 
Search for the King 
Accolade 


Links 
Access 
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Loom 
Lucasfilm 


Moonbase: 
Lunar Colony Simulator 
Wesson International 


Populous 
Electronic Arts 


Prince of Persia 
Broderbund 


Scrabble, Deluxe Version 
Parker Brothers 


Second Front 
Strategic Simulations 


Secret of Monkey Island 
Lucasfilm 


Silent Service II 
MicroProse 


Starflight 2 
Electronic Arts /Interstel 


Sword of the Samurai 
MicroProse 


Test Drive III: The Passion 
Accolade 


Their Finest Hour: 
The Battle of Britain 
Lucasfilm 


TV Sports Football 
Cinemaware 


Ultima VI: 
The False Prophet 
Origin 
Where in the World is 
Carmen Sandiego? 


(Deluxe Edition) 
Broderbund 


Wonderland 
Virgin Mastertronic 


GP 
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THE ONLY GAME 
IN THIS 


So what] it be? Shooting hoops with 
a bunch of nobodies. Or playing with the 
baddest of the NBA's big boys. 

Get real. Its Lakers vs. Celtics & the 
NBA’ Playoffs"every time. 

The only Sega" Genesis* game with 
real NBA teams—19905 eight playoff 
contenders plus the Eastand West All Stars. 

The only one with real players. Jordan, 
Chambers, Robinson, Isiah, The Mailman, Ewing, and 

114 other household names. 
For unbeatable five on five action. 

The only one with real signature moves, too. The 
slams, jams, and three pointers that made the stars 
famous. 

Even real stats from the 1990 
season. And a half-time 
sports show. 

In other words, action as 
big and intense as basketball itself. 
Big sound. Intense graphics. Killer animation. For one 
or two players. 

You think you can find this level of play anywhere 
else? Come on, get real. 


Jaen LE) 
6s 


Rule the court. Full. court acti 
everything fro! E 
the tune ofa sizzlir 


Jordan's Air Show. 
Find out what life's 
Jike above the rim. 


Bird in Flight. 
Nothing but net. 


ALLSTAR WEEKEND 


MIAMI : ‘MIAMI 


BYFEB 9111990 w B28 9111990 


The Class of '90. You get the complete 
rosters of '90 top playoff teams, subs 
included. Plus the Eastand West All Stars. 


Your Best Shot. Get the best 
action. The most realistic 

animation. And gameplay 

that lasts long after the rest have 

burned out. Get real with 

Barkley’s Gorilla 

Dunk. Charles is a 


Visit your retailer or order 
by phone. 800-245-4525 

between 8 am-5 pm 
Pacific Time. 


ELECTRONIC ARTS* 


Licensed by Saga Enterprises Lid for play on the SEGA GENESIS SYSTEM. ‘SEGA’ and GENESIS’ are registered 
trademarks of Sega Enterprises Lid. Lakers versus Celtics and the NBA Playols is a trademark af Electronic Arts. The 
individual 


INBA Team insiris diced ae rademarks which are exclusive prope ofthe respeciveTeams.and 
may not be reproduced without the written consent of NBA Properties, Inc. NBA is a registered trademark 
National Basketball Association 


ould it be Mario has 

settled down? After 

numerous adventures 

in the Mario Bros. se- 

ries, he’s turned in his 
running shoes for a stethoscope. 
Now he’s a medical researcher at 
Mushroom Kingdom Hospital, 
experimenting in the virus lab. 

Butof course, Marioisa trouble 
magnet. Everywhere he goes, 
something is bound to happen that 
only quick reflexes and superhu- 
man hand-eye coordination can 
fix. So one day, just as Mario was 
beginning work, Nurse Toadstool 
came rushing in with news that 
something had gone horribly 
wrong. One of the experimental 
viruses was growing out of control 
inside a laboratory bottle. 
Fortunately, Mario had just 

developed a new set of vitamins 
that should have been able to kill 
the viruses. Unfortunately, things 
got complicated. The vitamins 
worked, but each one was effective 
only against a specific virus, and 
only when enough of the vitamins 
were used. In desperation, Mario 
began throwing vitamins into the 
laboratory bottle, trying to get 
enough of the right ones to the 
viruses they could kill. 


A Tetris Clone? 


Dr. Mario is a fast-moving puzzle 
game that looks and plays a lot 
like Tetris. (It also bears some 
similarities to Columns,anew game 
for the Sega Genesis.) As Mario 
tosses the different-colored vita- 
min capsules into the laboratory 


‘Dr. MARIO 


:1 PLAYER GAME 
2 PLAYER GAME 


© 1990 Ninte 
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Dr. Mario 


Jeff Lundrigan 


bottle, they gradually fall from 
the top of the screen. Using the 
controller, you can steer the cap- 
sules left or right and rotate them 
to various positions. As in Tetris, 
your goal is to stack them up in 


MUSIC TYPE 


just the right way. 

The major difference is that in- 
stead of trying to eliminate hori- 
zontal layers, as you do in Tetris, 
your object in Dr. Mario is to elimi- 
nate the viruses that live in the jar. 
The viruses come in three strains: 
red, yellow, and blue. The capsules, 
you'll notice, also come in red, yel- 
low, and blue. Most capsules are 
two of these colors, but some cap- 
sules are all the same color. 

The idea is to line up four or 
more pieces of the same color, ei- 
ther horizontally or vertically. By 
“pieces,” we mean a whole cap- 
sule, or half of a capsule, or a virus. 
When that happens, all of the 
matching pieces disappear from the 
screen. If one or more of the pieces 
were viruses, you get points. 

Play continues until either all 
the viruses are eliminated from the 
jar, or the jar gets so full of capsules 
that there’s no room for another 
one. If you succeed in getting rid of 
all the viruses, you advance to the 
next level, which is even more 
contaminated with viruses. 

Although Dr. Mario (like Tetris) 
is basically a simple game, it’s very 
difficult to master. The first few 
levels have only a few viruses, but 
pretty soon the jar gets so full of 
viruses that there’s barely enough 
room for any vitamins. 

Dr. Mario lets you choose from 
several options. You can select 
which level to start on (1 through 
20); the speed at which Mario will 


Mario is back, and this time he’s an 
1 M.D. But would you let him give 
you a checkup? 


The options screen lets you choose 

what level to start on, from 1 to 20. 
2 You can also select the speed of 

play and the background music. 


At the upper right, you can see the 
next capsule Dr. Mario will toss 
into the jar. At the lower left, you 
3 can see the viruses under a magni- 
fying glass. When you eliminate a 
virus, the same color virus gets 
knocked over under the glass. 


acx.-| 
etek = [Magine yourself astride a winged horse, 


thrusting and slashing with a magical sword... 
Or skimming the earth on a futuristic airoike, 
blasting through waves of attack robots... Just 


Ancient gods of 
Greece at war! Evil Typhon, lord of 
the underworld, has kidnapped lovely Artemis, the 
moon goddess. Apollo, the sun god, attempts a rescue 
astride the winged horse Pegasus. With your expert guid- 
ance, they soar through the sky and battle the likes of the 
snake-headed Medusa; and Charyodis, the sea monster. 
Extra fire power, lives, and speed will help in the final 
assault...but don't forget to grab Phelios, the Sword of Light, 
when it is offered. 


"Great colorful graphics that will knock you out of 
your chair! Dazzling multi-moving graphic imagery 
and theme music... Exceptional !" 

-1991 Video Game Buyers Guide. 


PHELIOS TM & © 1988. BURNING FORCE TM & © 1989. PAC-MAN © 1980, Namco tc Allright reserved. 


imagine... Now get ready for the kind of 
innovative games we're known for. 
New from NAMCO, the 
Game Creator 


Space combat at the 

Earth University. That's what you signed 
up to learn. Armored attack robots are blown away as 
you deftly pilot your deadly airbike through fantastic 16- 
bit 3-D-like graphics of Earth terrain and alien ruins. Next 
class, you hop in your fighter plane to battle boss 
enemies and mop up in the bonus rounds. When you've 
finally mastered armament upgrades and piloting skills, 
you'll pass level six and graduate, earning the title "Space 


Fighter." nw 
tL 
“y C1 


The Game Creator 


Lcented by Sega Enterprises td. for play on the SEGATM GENESIST™ SYSTEM. SEGA ond GENESIS are registered tademars of Segs Enterprises Lt, 


toss in the vitamins (low, medium, 
or high); and even two different 
kinds of music (“Fever,” “Chill,” 
or no music at all). 
Youcanalsoselecta two-player 
mode that lets you square off 
against another person. The main 
difference in a two-player game is 
that two jars fit side-by-side on the 
screen. Vitamin capsules are 
thrown into both jars simulta- 


GAME PLAYER'S 


neously, and the goal is to elimi- 
nate your viruses before your op- 
ponent does. If you succeed in 
clearing out all of your viruses (or 
if your opponent allows his vita- 
mins to pile up to the top of the 
bottle), you win the round. The 
first player to win three rounds 
wins the game. 

Perhaps the best feature of the 
two-player mode is that each 
player can select his or her own 
level and speed. This provides two 
players of unequal skill witha good 
means of “handicapping.” 

If both players start at the same 
level, they’Il begin each round with 
equal numbers of viruses in identi- 
cal positions. Furthermore, Mario 
will toss the same color vitamins in 
the same order into each player's 
jar. This gives both players a to- 


In a two-player game, you can’t 
see Dr. Mario, but you canstill see 
1 what capsule is coming next 
Notice that both jars are identical, 
and the same capsules are falling 
in the same order into each one. 


When you eliminate more than 

2 onelineata time (left), odd pieces 
of capsules fall into your 
opponent's jar (right) 


Here’s an example of planning 
ahead. When the red-and-yellow 
capsule lands, itwill eliminate the 

3 yellow pieces below it, including 
ayellow virus. The remaining red 
half of the capsule will then drop 
down, landing on top of the red 
virus directly below it. 


tally equal chance of clearing the 
screen and completely eliminates 
luckasa factor. Two-player games 
are contests of pure skill. 

Another feature that makes 
two-player games more competi- 
tive is that when you clear two or 
more lines simultaneously 
(whether or not they include vi- 
ruses), somerandom, unconnected 
pieces of vitamin capsules will fall 
onto your opponent's screen. The 
number of pieces that fall is equal 
to the number of lines you cleared 
(up to four). Although their colors 
and positions are random, they al- 
ways seem to fall in the places that 
are most annoying to your oppo- 
nent. Therefore, it’s possible to 
make life more difficult for your 
opponent, even though you can’t 
affect his screen directly. 


Strategy Tips 


Dr. Mario is one of those games 
with simple rules that can be 


Franklin Spell Checker 
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‘Sevylor Snow N’ Surf Tube 
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Valtera Skateboard 
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Nintendo “Game Boy” 
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Wilson Tennis Set ‘Super Mario Bros. Pinball 
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SELL 9 ITEMS: 


Casio Mini-Keyboay 
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Beat Sound Electronic Drum = | 18 ITEMS 
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| Wilson “Michael Jordan” Basketball 
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| 1? Hey-it's for real! Just join the ULympic Sales onan : 

a x peepee (U0! Here's the deal. you sell our produ : Arcade Basketball 
. Ro SELL 12\TEMS your family, friends, and neighbors. and you SELL 14 ITEMS 

Tasco Microscope Lab earn outrageous prizes or big bucks | 

Coke Phone SELL 14 ITEMS or both—all by yourself! arg \— 
eI " 

Spas We'll give you two ”" AM/FM Stereo Cassette = 


dollars for every item you iacoesiibain Spartus Clov 


sell—no other sales club 
‘Academy Nylon Backpack TOLL CLS 
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ee cr 
L-) ee aT Columbia “Mountain Sports” Bike 
SELL 60 ITEMS 
“Wiz” Personal Locker New Kids On The Block Bag 
SELL 12 ITEMS Fe SELL 10 (TEMS Nikko “Turbo Warrior” R/C Car 


SELL 19 ITEMS 


‘SELL 14 ITEMS 


Unisonic Memory Bank Calculator te rf 


eee 
NEWS 


learned in a few minutes — but, 
like Tetris or Othello, it actually in- 
volves numerous, complex strate- 
gies. 

One key to shaping your strat- 
egy is to keep an eye on the upper 
right corner of the screen, where 
you can see the next vitamin Dr. 
Mario will toss into the jar. Al- 
though youcan make the currently 
falling capsule fall faster by pysh- 
ing down on the directional pad, 
you should probably just letit drop 
at its own pace. Use the time to 
look at what the next capsule will 
be, and figure out where it will fit. 

It’s also important to antici- 

pate where broken pieces of cap- 
sules will drop. Each capsule con- 
sists of two halves, and if one half 
disappears when you matcharow, 
the other halfremains on thescreen. 
When this happens, the half left 
behind drops until something stops 
it. Ifit happens to land somewhere 
to make another matching row of 
four colors, that row will also dis- 
appear, and any halves left behind 
will also drop, and so on. 
It should be pretty obvious, 
therefore, that when you match a 
capsule to a row, you should also 
think about where the odd half 
will drop. How will the leftover 
piece affect the piles of capsules 
below it? The key to beating Dr. 
Mario — especially at the higher, 
more contaminated levels — is 
getting the knack of lining up cap- 
sules so that when one half disap- 
pears, the leftover half can drop 
somewhere useful. 
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CONGRATULATIONS * 


VARUS LEVEL 2o 
SPEED HED. 


If you drop a capsule on top of 
a different-colored virus, there are 
only three ways to clear the virus 
later. The first method is to simply 
pile on more capsules of the same 


wrong color until they form a’ 


matching row and disappear, 
leaving the virus uncovered. This 
method is the most common, and 
it works, but it also takes time. In 
addition, the halves left behind 
might cover other viruses in the 
process, so careful planning is es- 
sential. 

Thesecond way tocleara virus 
that’s buried beneath wrong-col- 
ored capsules is to match it with a 
horizontal row of pieces. This is 
probably better than method #1, 
but isn’t always possible. Again, 
careful planning is the only way to 
keep those lines clear. 

The third method is even more 
difficult — form a vertical stack by 
building up matching capsules 
beneath the virus. This is possible 
because viruses, unlike capsules, 
do not fall toward the bottom of 
the screen when there’s nothing to 
support them. They hang in mid- 
air, and sometimes you can slide 
capsules into place underneath. 
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Don’t forget that you can line up 

1 pieces horizontally, too. Often it’s 
the only way out ofa tough situa- 
tion. ‘ 


2 After every fifth level you beat, 
you'llseeacongratulationsscreen. 


Ifyoulet the congratulations scene 
play, something will fly across 

3 the screen, and it’s different each 
time. This character appears after 
you beat level 20 on medium or 
high speed. 


Dr. Mario actually has more levels 

4 than you can select on the option 
screen. This is level 21. Pretty 
full, huh? 


Like other Tetris-style games, 
Dr. Mario is an exercise in thinking 
ahead under pressure. You can 
usually recover from mistakes, but 
italways takes time. And the longer 
you take to clear a level, the faster 
Dr. Mario tosses in the capsules. 

Unlike other Tetris variants, 
however, Dr. Mario has viruses, 
and you can see them magnified in 
the lower left corner of the screen. 
When the jar fills up and you've 
lost, they'll laugh at you, too. Ever 
hear a virus laugh? 

GP 


Three New Fantasies From MicroProse. 
Only One Of Them Is Make-Believe. 
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|_| | _F-117A NIGHTHAWK 
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Stealth Fighter 2.0 is fantastic, 
but it's no flight of fancy. It's a 


You've fartasized-about- 
Now, in Gunship 2000, it's | 
much more than a dream. Pilot 


thoroughly*researched, 
sophisticated simulation of 
America's radar-elusive jet. 


New scenarios (including Iraq), 


more powerful weapons and 
even better graphics than in 

F-19, the game the Software 
Publishers Association voter 

Simulation of the Year in 1 


For the latest information on release 
dates and availabilities, call 
MicroProse Customer Service at 
301 771-1151, © 1990 MicroProse 
Software, Inc., 180 Lakefront Drive, 
Hunt Valley, MD 21030, 
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and-command-a squadron of 
the U.S. Army's most 
technologically advanced 
helicopters. Evaluate six types 
of choppers and select the five- 
chopper squadron you want for 
each of hundreds of authentic 
missions. Learn what would 
really happen in a war with Iraq! 


- Make-believe is best when it's 


believable. That's why Darklands is 
0 exciting. It's a fantasy role-playing 
quest through medieval Germany 
re-created just the way medieval 
Germans actually believed it to be: 
The troubled realm cries out fora 
true hero to deliver it from its 
demons, alchemists, superstitions, 
unholy religions and a whole host of, 


other fantastically believable 
challenges. 


A BE GaGA Gs aM 


INMENT® SOFTWARE 


Join the MicroProse Squadron and win exciting prizes from these great companies. s 


IRGFT...... CompuServe Roland’ ({)Hayes  PLOGITECH 


AdLib: 


THEY'VE KIDNAPPED THE PRESIDENT. 
THEY'VE TAKEN HOSTAGES. 
THERE ARE BATALLIONS OF THEM 
AND ONLY ONE OF YOU. 


The job is too hot for the marin ra LOCK AND LOAD. Then you've got to psnachasd their 


to han ar s 's time to call in Bloo massively deadly defenses, nullify their ; 
er of this top secr = tact ed strike force, save the hostages, rescue the presi ident, ts terminate 
it's your jab to find the hideout where the world’s the command of their psycho- weed rele ngman leader. 


most insane terrorist group has hidden the president. You'd better eat a good breakf; 


BLOODY WOLF, THE EXPLOSIVE ARCADE GAME FROM DATA EAST IS NOW ON THE TURBOGRAFK-16 SYSTEM. 


Abh, the smell of napalm in the 
morning. Keep moving or the 
flame thrower boss will dry 

roast you. 


The odds are hundreds-to-one So this is what they mean “death rom above!” Keep moving and shooting until this bird When it rains terrorists, an 


against you. Steal firepower is cooked, and you're on the way to your next battle. brella won't do you much 
from enemy ammo dumps. good. But a flame thrower will, 


This has not been a good day for 


Hope you like heavy metal. 
your Commander-in-Chief. 


Blow this tin can to bits, or die. 


TurboGratx™ and Bloody Wolf™ are trademarks of NEC Technologies, Inc. 


n epidemic has been 

spreading through the 

world of electronic gam- 

ing over the past couple 
of years. Like most epidemics it 
started quietly, but soon raged out 
of control. It originated ina foreign 
country, then marched through 
Europe, North America, and most 
of the rest of the world. 

It first hit the United States in 
1988 in the form of a simple but 
endlessly challenging puzzle game 
for PC-compatible computers. 
From there it spread like wildfire 
to arcades and home videogame 
systems, conquering millions of 
game players along the way. 

What's the name of this “epi- 


demic”? Tetris, of course. But while 
many players have broken the ini- 
tial grip of Tetris fever, ithasspread 
to videogame designers eager to 
capitalize on the success of Tetris. 
Several companies have released 
games that try to imitate the 
magical combination of simple 
design and engrossing game play 
that gives Tetris such broad ap- 
peal. 

Nowit’s Nintendo’s turn. And 
tosweeten the pota bit, Nintendo’s 
entry in “the next Tetris” race also 
stars everyone's favorite plumber 
— or should we say doctor? 

Dr. Mario may conjure up im- 
ages of adventures in the Mush- 
room Kingdom, but you wont find 
any pipes, coins, warp zones, or 
secret rooms here. What you can 
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DR. MARIO | 


Stephen Poole 


expect is a simple, highly addic- 
tive, and compulsively playable 
little mind-bender. Nintendo has 
simultaneously released versions 
of Dr. Mario for the NES and Game 
Boy, and the Game Boy version is 
practically identical to its big- 
screen brother. (For a look at the 
NES version of Dr. Mario, check out 
the “Nintendo News” column 
elsewhere in this issue.) 
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Mario has traded in his 
plumber’s garb for a stethoscope 
and lab coat, but even in the sterile 
environment of a hospital he can’t 
seem to stay out of trouble. One of 
his virus experiments has gone 
haywire, and the little critters are 
spreading quickly. It’s lucky for 
Mario thathe’s developed vitamins 
that can eliminate the viruses on 
contact. 

When the game begins, the 
screen shows a jar containing sev- 
eral runaway viruses. There are 
three kinds of viruses — black, 
white, and gray. You have six kinds 
of vitamin capsules to use against 
the viruses, each made up of two 
colors. A capsule can be all black, 


all white, all gray, or a combina- 
tion of two of those three colors. 
Dr. Mario stands in the upper 
right corner of the screen, tossing 
vitamin capsules into the jar, one 
by one. Asa capsule descends, you 
can move it left or right with the 


From this screen you can select 
the number of viruses to elimi- 
] _ nate, the speed at which the vi- 
tamin capsules will fall, and the 
background music. 


Magnified views of the three 
kinds of viruses are displayed 

2 inthebottomright corner. When 
you eliminate all of one kind of 
virus fromthe jar, the magnified 
virus also disappears. 


Only one virus, and all those 
3 vitamins? This player made the 
mistake of ying to match too 

te 


many vertical rows. 
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directional pad. You can also ro- 
tate the capsule in either direction 
with the A and B buttons, and make 
it drop faster by pressing down on 
the directional pad. 

Your goal in Dr. Mario is to 
eliminate all the viruses from the 
jar. Whenever you form a row of 
four matching colors, that row dis- 
appears, including any viruses in 
the row. If only half of a capsule 
was used in the row, the other half 
drops until it lands on a virus, an- 
other capsule, or the bottom of the 
jar. You earn points only if your 
matching row contains a virus. 

You can start the game on 20 
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different levels. Level 1 has only 
four viruses in the jar, and even a 
beginning player can quickly 
eliminate them. But once you’ve 
cleared the biological baddies from 
one jar, you advance to the next 
one. Each jar (level) contains four 
more viruses than the previous jar. 
This continues (if you're successful) 
until the 20th level, where you’re 
faced with 84 viruses crammed in 
until they almost reach the top of 
the bottle. Just the sight of that 
many virusesona Game Boy screen 
is unnerving. 

The idea of a puzzle game in 
which you form rows of matching 
colors isn’t new, of course. Similar 
games include Sega of America’s 
Columns for the Genesis and 
Tengen’s Klax for the NES, Gen- 
esis, NEC TurboGrafx-16, and Atari 
Lynx. Klax, however, sends only 
one color down the screen at a 
time, and Columns drops blocks of 
three interchangeable colors. 

Because you can rotate the 
colored capsules as they fall, Dr. 
Mario is basically a mix of Columns, 
Klax, and — you guessed it — Te- 
tris. It’s the rotation feature that 
adds more strategy to the game. If 
you plan ahead, you can place a 
vitamin capsule so that half is part 
of a match, causing the other half 
to fall and help complete another 
match. Mastering this domino ef- 
fect is one of the keys to success in 
Dr. Mario. 

Although it’s easier to create 
vertical rows of matching colors, 
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the fastest way to eliminate viruses 
that have been “buried” beneath 
capsules is to match them with a 
horizontal row. Time is definitely 
a factor, though, because the game 
speeds up after every tenth capsule 
is thrown into the jar. 

To plan your next move, keep 
an eye on Dr. Mario. Right after he 
tosses a vitamin capsule into the 
bottle, the next capsule he will toss 
appears in his hand. He won’t toss 
ituntil the first capsule lands, so (at 
first, anyway) don't make the vi- 
tamins drop faster by pressing 
down on the directional pad. That 
way you'll have plenty of time to 
figure out the best place for the 
next capsule to land. 

The only exception to this 
strategy is when you're competing 
head-to-head against another 
player. Inatwo-player game, speed 
is very important. 

The two-player mode requires 
two Game Boys (each with a Dr. 
Mario cartridge) hooked together 
with the Video Link cable. Each 
player’s screen has an identical 
vitamin bottle, and the capsules 
drop in the same order for both 
players. It’s basically a race to see 
who can eliminate all the viruses 
first, but there’s a slight twist. If 
you eliminate two or more rows 
with a single capsule, random 
pieces of capsules will fallinto your 
opponent's bottle — usually in the 
most inconvenient places. A ran- 


Onlevel 20 you have toeliminate 
1 84 viruses, and there’s no room 
for even the smallest error. 


When cat vitamin lands, the 

row willdisay causing, 

2. the white half of the capsule to 

land and complete another ver- 
Tow, 


Your first temptation may be to 
let the black-and-white vitamin 
drop as shown. But if you flip it 

3 180 degrees and move it one 
row to the left, the black half 
will be positioned over a black 
virus. 


or the first time in the history of mankind, 
you can play the existing 

16-bit library of killer TurboGrafx-16 games 
anywhere in the known world 

with the new TurboExpress™ Handheld 
Entertainment System. 


TWSports Foothall™ is trademark of Cinemaware Corporation ©1890 Cinemaware Corporation. Bont's Advesture™ is a trademark of NEC Technologies, Inc. ©1990 Hudson Soft, 1990 Atlus Ltd, 1990 Red. 
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TurboExpress, TarboVision, Terbobratx 


ping-and-bopping adventure. But 
if you like a good challenge and 
don’t mind a little frustration, Dr. 
Mario is the perfect prescription 
for your Game Boy. 


eee 
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dom piece falls for every row you 
clear, up to four rows. In other 
words, if you clear two rows, two 
random pieces will fall into your 
opponent's jar; if you clear four (or 
more) rows, then four pieces will 
fall. 

Ifyour opponent sjar gets filled 
to the top, you win the round, even 
if you still have viruses remaining 
in your bottle. The first player to 
win three rounds wins the game. 
You can set the speed and the 
number of viruses differently for 
each player, so a less-experienced 
player can compete on an even 
basis against a more skilled player. 
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Dr. Mario has two soundtracks 
to choose from, appropriately 
named “Fever” and “Chill.” 
(There’s also an option for no mu- 
sic.) “Fever” isarolling, fast-paced 
boogie number, while “Chill” is 
much slower and more workman- 
like. After playing the game for 
some time, I got the impression 
that the faster music worked best 
at the lower levels, while the fran- 
tic pace of the upper levels could 


be slightly neutralized by the 


slower music. 

Puzzle games have always 
translated well to the Game Boy, 
and Dr. Mario is no exception. It 
loses none of its playability due to 
thesmaller screen. In fact, the two- 
player mode might be even easier 
on the Game Boy than on the NES 
— the NES version squeezes both 
players’ bottles onto the same 
screen. Combine that with the 
temptation to look at your 
opponent's bottle, and youcan find 
yourself making mistakes you 
wouldn’t make in a one-player 
game. 

Nintendo has borrowed the 
best qualities from several puzzle 
games and rolled them into a nice 
package in Dr. Mario. It’s simple to 
learn, difficult to master, and very 
tough to quit playing, even if 


you've been stuck on the same 


level for many hours. True, the 
game's title is a bit misleading, 
since Mario doesn’t really play 
much of a role — some people 
might be expecting another hop- 
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Sometimes it pays to make 
horizontal rows. Here, making a 
vertical row would cause the 
black half of the capsule already 
in place to land atop a white 
virus. 


Two different viruses side by 
side make an easy place to drop 
a vitamin containing those two 
colors. 


Here's a perfect example of a 
chain reaction. When you turn 
the black capsule vertically to 
complete one row, the white 
capsules will drop to complete 
another row. That will cause the 
pray. capsule to fall and finish a 
third row horizontally. 


Sometimes you have to make a 
split-second decision between 
Le ort ts to place a cap- 
sule. ane ihe cabenie on ee 
ofits twin to the leftis one choice, 
but dropping it vertically and 
then flipping it to the left will 
eliminate a white row—and give 
you more breathing room. 


even issues ago I re- 

ported on the new gen- 

eration of pinball games, 

an industry now cel- 

ebrating its 60th anni- 
versary. I’ve since become a born- 
again pinball fanatic, so it’s no 
surprise that I recently found my- 
self at the 6th Annual International 
Pinball Expo in Chicago. 

All of the major pinball com- 
panies were there: Bally /Midway, 
Williams Electronics Games, Data 
East, and others. Data East was 
offering field trips to its nearby 
pinball factory, where the curious 
could witness the step-by-step 
construction of a brand-new pin- 
ball machine. Since I had already 
toured the factory a few months 
ago, I headed straight over to the 
exhibition hall. 

Antique pinball tables from 
earlier periodsin the game's history 
lined the floor, to the delight of 
pinball fanatics. Numerous semi- 
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ACTION 


Pinball: 199] 


Scott Wolf 


nars — on topics from game de- 
sign to restoration techniques — 
were open to all. But since I have 
the attention span 
of a sleeping wea- 
sel, I didn’t go to 
any of them. In- 
stead, I was much 
more interested in 
checking out the 


hottest new 
games. 
Among the 


new tables from 
Williams are Din- 
er, Riverboat Gam- 
bler,and Funhouse. 
In Diner, your goal 
is to serve food or- 
ders to five de- 
manding custom- 
ers so you can col- 
lect tips. This table 
serves up all the 


1 The challenge in Diner is to collect 
tips from demanding customers. 


Riverboat Gambler lets you try your 
hand at roulette, blackjack, and 


poker. 


of a real diner, including jukebox 
skill shots, E-A-T lanes, grill bo- 
nuses, and, of course, the Special 
of the Day. 

Riverboat Gambler puts you on 
a floating casino complete with 
roulette, blackjack, five-card poker, 
and the Lucky Lady slot machine. 
A unique control panel allows you 
to bet on either red, black, or green 
at the roulette wheel. 

Funhouse is a nostalgic rein- 
carnation of Aladdin’s Castle from 
Chicago’s late, lamented River- 
view amusement park. Dominat- 
ing the playfield is the animated 
head of Rudy, the funhouse barker, 
whopicksa differentname for each 
player (up to four) and continues 
toaddress each player by thatname 
for the entire game. Although he’s 
helpful at first, Rudy soon realizes 
that you are advancing the clock 
toward closing time, and he begins 
togetangry. When the clockstrikes 


sights and sounds 
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midnight, Rudy falls asleep and 
starts to snore. Shoot the ball into 
his mouth for a multi-ball jackpot 
play. 

Bally/Midway’s new games 
include Radical and Dr. Dude and 
His Excellent Ray. In Radical, the 
table is a skateboard park where 
youcan shred your way througha 
myriad of ramps, including an 
open-sided, on-the-edge vertical 


ity, and the Gift of Gab, then takea 
spin in the Molecular Mixmaster 
toactivate the Excellent Ray. Work 
your way up the Dude-O-Meter 
and score the world’s first gazillion 
points! 

Data East has a bunch of li- 
censed titles, such as Back to the 
Future, Teenage Mutant Ninja 
Turtles, and (it was only a matter of 
time) The Simpsons. 

Back to the Future combines all 
three of the movies into one wild 
game featuring the voices of 
Michael J. Fox and Christopher 
Lloyd. Another highlight is the 
background music by Huey Lewis 
and ZZ Top. 

Teenage Mutant Ninja Turtles 
wasn’t finished when I saw it, but 
should be by the time this maga- 
zine comes out (and just in time for 


the second Tur- 
tles movie). 

But the 
game that really 
blew everyone 
away was The 
Simpsons. It’s so 
awesomely en- 
joyable that you 
don’t even have 
to like pinball to 
play it. The first 
thing that grabs 
you is the bril- 
liantly colored 
artwork by Matt 
Groening and the 
digitized speech 
byaall of the char- 


ramp. The Skate or Die Multi-Ball 
play can net you up to ten million 
points ona single shot. Radical also 
features an exclusive gizmo called 
the Diverter that automatically 
guides the ball to different scoring 
areas so you can experience every 
curve, swerve, and killer trick. 
Dr. Dude and His Excellent Ray 
fills the prescription for way cool 
pinball. Get yourself a Rock ‘n’ 
Roll heart, a Magnetic personal- 
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acters from the 
hit TV show (recorded especially 
for Data East). When you walk up 
to the table, you'll hear Homer's 
boss, Mr. Burns, implore you to 
“Putmore funds into the machine!” 
When you press the start button, 
the familiar strains of Danny 
Elfman’s “Simpsons” theme song 
come wafting through the clouds. 
And when the ball drops through 
the top “doughnut” lanes, Homer 
gleefully exclaims, “Sprinkles!” 
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Three big bumpers are shaped 
like the suspiciously glowing cool- 
ing towers of Springfield’s nuclear 
power plant. Listen to Principal 
Skinner or Ms. Krabappel scream 
in pain with each hit from Bart’s 
slingshot. Help Marge get three 
strikes at the bowling alley to ac- 
tivate the ball locks and light up 
her tower of neon-blue hair. If you 
bobble the ball, you'll be ridiculed, 
“Don’t you know how to use flip- 
pers?!” If you lose it, you'll hear 
the dreaded words, “Smithers, fire 
that man.” 


Elfman’s manic music and a 
staggering amount of sampled 
speech work together to create a 
giddy, fevered atmosphere. In fact, 
I had so much fun playing The 
Simpsons that I completely ne- 
glected to do well. Me and Bart — 
we’re both underachievers. 
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sygnosis, the British 

publisher that brought 

us last year’s smash hit 

Shadow of the Beast, has 

apparently been pretty 
busy since then. They’ve recently 
released not one but three new ar- 
cade games for the Amiga. Two of 
them — Shadow of the Beast II and 
Awesome — were actually created 
by Reflections, the same design 
group that programmed the 
original Shadow of the Beast. And like 
that game, both come packaged in 
an oversized box with an attractive 
T-shirt. 


Shadow of the Beast II continues 
where its predecessor left off — 
with the same great graphics, 
sound, and animation. 


Among the improvements in 
Shadow of the Beast II is smooth- 

2 scrolling animation in all diree- 
tions, giving you more freedom 
of movement. 


a 


| Awesome represents a departure 
3 in style for the designers of 
| Shadow of the Beast. 


The third new title is The Kill- 
ing Game Show. Although it was 
written by a new author, it has the 
distinctive Psygnosis feel. 

Shadow of the Beast II continues 
where the original left off, with 
great graphics, realistic sound ef- 
fects, and nonstop action. An ani- 
mated slide show introduces the 
story, but as with most arcade 
games, it has no bearing on the 
action. All you really need to know 
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Psygnosis 
Strikes Again: 


Sheldon Leemon 


is that if something moves, punch 
it; if something shoots, duck; and if 
something looks like treasure, pick 
it up. 

Not that Shadow of the Beast Ilis 
asimple game — far from it. Evad- 
ing the many traps and hostile 
creatures requires both strategy 
and fast reflexes. To finish each 


level, you have to pick up certain 
objects, then figure out how and 
when to use them. Like the origi- 
nal, this game is tough enough to 
keep you playing for a long, long 
time. 

Among the improvements is a 
new menu option that allows you 
to turn off the music and — more 
importantly — to skip the annoy- 
ingly long end-of-game sequence 
which sometimes made the origi- 
nal Shadow of the Beast such a pain. 
The new game also scrolls 
smoothly in all directions, giving 
you a better illusion of freedom to 
move about. The graphics seem to 
be drawn to a somewhat smaller 
scale, however, eliminating some 
of the rich detail that made the 
original game so striking. 

Awesome represents a new di- 
rection for the designers of the 
Shadow of the Beast series. Not only 
does it adopt a different style, but 
italso incorporates many different 
styles in one. Although it might be 
classified as a space shoot-em-up, 
it has a number of different se- 
quences that can be thought of as 
entirely separate games. 

For instance, there are se- 
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Few live to finish 
this game. 


The whole thing started when you invented 
this radical formula that turns men into 
supermen. And someone stole it. You'll have 
to fight some very deadly interplanetary 


characters to get it back. 
net And that’s just for starters 
< - : in Street Fighter, one of 
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quences in which your spaceship 
is centered on the screen, and 
moving the joystick rotates the 
universe around you — all while 
you're trying to shoot asteroids 
and enemy spaceships. Another 
sequence has simulated 3-D 
graphics like those in Space Har- 
rier, and you fight a large space 
dragon. Still another sequence 
borrows the turn-and-thrust con- 
trols of Asteroids, and another one 
involves a chase through under- 
ground tunnels to a control center 
where you can trade for weapons. 
While none of these sequences is 


to one of the most spectacular in- 
troductions ever seen. (It even 
outdoes the famous Blood Money 
intro.) Awesome also takes advan- 
tage of extra memory to create a 
RAM disk which cuts down on 
disk-access time. However, you 
still can’t install the game on a 
hard drive. 

The Killing Game Show is a 
combination climbing and shoot- 
ing game with a 
number of neat 
new twists. Al- 
though the game’s 
title might remind 
you ofthe Schwarz- 
enegger movie 
Running Man, the 
game itself has 
nothing to do with 
muscle-bound 
gladiators or foun- 
tains of blood. The 
hero is a comical- 
looking contraption that resembles 


an armored duck, and his enemies. 


are the usual variety of mecha- 
nized baddies. You've got to blow 
away the bad guys as you climb 
from level to level, picking up 
weapons, tools, and keys. To be 
successful, youmust do everything 
in the proper order, a feat made 
much more difficult by a rising 
tide of deadly liquid that floods 
the bottom of the maze. 

Rather than make you replay 
an entire level every time you lose 
a duck (er, life), the game starts 
overinaninstant-replay mode that 


earth-shaking in 
terms of originality 
or execution, the 
variety of game 
play in Awesome is, 
well, rather awe- 
some. It is much 
more complex than 
the Beast games. 
Awesome comes 
on three disks, and 
the first disk ap- 
pears to be devoted 
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duplicates the last screen youcom- 
pleted before you got killed. You 
can jump in and take control atany 
point to avoid making the same 
mistake twice. 

The Killing Game Show is diffi- 
cult, but not frustrating. Although 
there’s a fair amount of shooting, 
you’re not under constant assault. 
You usually have a couple of sec- 
onds to think about your next 
move, and maybe even to admire 
the parallax-scrolling background 
that looks like intricate metalwork. 
Yet with 16 levels, there’s no dan- 
ger of finishing too quickly. 


Some of the monsters you'll face 
] in Acvesome are fully deserving of 
the game’s title. 


In The Killing Game Show, you 

2 control an odd-looking contrap- 
tion that resembles an armored 
duck, 


Although The Killing Game Show 

3 is a fast-paced action game, you 
usually geta few seconds to think 
about your next move. 


Although these three new 
games from Psygnosis are very 
different in style and game play, 
they’re all polished products with 
high-quality graphics and sound. 
Expert arcade gamers (and those 
who need another T-shirt) will 
want to try their hand at Shadow of 
the Beast II. Mere mortals like my- 
self who have plenty of T-shirts 
may prefer the somewhat easier 
pace of The Killing Game Show. And 
those who crave variety should try 
Awesome. 
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orld War II had its 
great pilots, great air- 
craft, and truly great 
air battles, but the ro- 
mance of aerial com- 
bat started and ended in World 
War I. In canvas-and-wood air- 
planes that were thoroughly 
untested in battle conditions, the 
pilots of the first war invented and 
refined the art of shooting oppo- 
nents out of the sky. Although 
airplanes actually accomplished 
very little of strategic value, we 
tend toremember those early pilots 


much more than the infantrymen 
who were being slaughtered in the 
trenches — probably because the 
pilots’ aerial exploits seem dashing 
and romantic amid the many hor- 
rors of the First World War. 

The most famous World War I 
pilot (besides, of course, Snoopy) 
was Baron Manfred von 
Richthofen, the famous Red Baron. 
There were others as well: Eddie 
Rickenbacker, the leading Ameri- 
canace, and Billy Bishop, the great 
Canadian pilot. These men flew 
planes known as Sopwith Camels, 
Fokker Triplanes, and Albatrosses. 
And they flew their planes not in 
the tight formations of World War 
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II, but rather alone or in small 
fighting groups. One of the most 
memorable groups was Richt- 
hofen’s “Flying Circus.” 

A number of computer games 
based on aerial combat in World 
War Iare now being released. First 
off the mark is Three-Sixty’s Blue 
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Max: Aces of the Great War, an ex- 
tremely enjoyable simulation. Ac- 
tually, it’snota true simulation, and 
Three-Sixty doesn’t bill it as such. 
WWI planes couldn’t maneuver as 
well as Blue Max allows them to — 
but then, simulations need not be 
the immensely complex, inordi- 
nately serious programs we've 
come to expect. 


The control screen in Blue Max lets 
you register your pilot, choose 

1 graphics, set weather conditions, 
and so on. The VCR option per- 
mits instant replays. 


Anenemy plane comes into view, 

2 hoping to blow you out of the sky. 
You'd better start thinking about 
your next move. 


At the beginning of the Bloody 
April campaign, your mission is 

3 toshootdown oneenemy airplane 
and then land safely on your own 
turf. It’s not an easy task. 


The front cockpit view shows two 
enemy aircraft coming toward 


4 you. Quickly get them into your 
sights and fire, or maneuver to a 
better angle. 


Blue Max really 
has more in com- 
mon with an old 
board game known 
as Richthofen’s War. 
You fly your mis- 
sion, maneuver 
your plane to shoot 
down the enemy, 
and then land back 


WHILE ON PATROL: HE HOULD ATTACK A DEFENSIVE 
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YOUR PATROL MISSION DUE SOUTH AROUND THE BRIDGE. 


home to receive 
your reward. One 
strong feature that 
Blue Max has in 
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common with Richthofen’s War is 
that you can play it as a strategy 
game similar to hexagon-based 
board games. Although you'll 
spend most of your time inside the 
cockpit, the strategy optionlets you 
maneuver your craft along a hex- 
agonal path, planning each move 
rather than performing it in real 
time. This is an enjoyable way to 
play for two players, and it elimi- 
nates the difficulty of controlling 
your plane manually. Sometimes 
it’s simply more fun to plan things 
out. 

Even if you never use the strat- 
egy option, however, Blue Max 


The rear view shows an enemy 
] planedirectly behind you. InWWI 
aerial combat, getting behind your 
enemy isanenormousadvantage. 


From inside a German Albatross, 

2 this river is easy to see. The Allies 
will be after those bridges, so be 
sure to keep a close watch. 


The Fokker DR.I, a famous Ger- 
3 man fighter, was known for its 
maneuverability. 


As a pilot for the Central Powers, 
4 your mission is very often simply 
to shoot down Allied aircraft. 
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offers a great deal of solid fun. You 
can sign up as a member of the 
Allies or the Central Powers, 
choosing from four different planes 
for each side. Among them are the 
Fokker DR.I (made famous by 
Richthofen himself), the Albatross 
DIII, the Fokker EIII, the Sopwith 
Camel, the Nieuport Nie 17, and 
the Spad VII. Each is rated accord- 
ing to its maximum speed, turning 
rate, and firing ability, qualities 
which become apparent if you 
choose the Realistic Simulator 
flight option in- 
stead of Direct 
Flight. 

Other options 
also affect the level 
of realism. For ex- 
ample, choosing 
EGA over VGA 
graphics speeds up 
the animationatthe 
expense of detail. 
You can also speed 
things up by turn- 
ing off the graphics 
showing the inte- 
rior of your plane, 
although once again, considerable 
detail is lost. You can fly with a 
joystick, a mouse, or the keyboard. 
And you can opt for crosshairs to 
help aim your shots, or choose the 
much more realistic (and enjoy- 
able) Bullets option. Using the lat- 
ter, you see your arms raise into 
position to fire the machine gun, 
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and you see the 
bullets stream out 
toward the target. 
But the only way 
youknowif you've 
actually hit an en- 
emy plane is if you 
see it dive into the 
ground. 

In addition to 
thestrategy option, 
you can choose 
Practice Flight, Ac- 
tion Dogfight, Co- 
operative Dogfight 
(two players only), and Cam- 
paigns. Practice flight is self-ex- 
planatory. Action dogfights pit you 
against whatever number of en- 
emy planes you decide, or against 
another human player (in the two- 
player mode). In cooperative dog- 
fights, you and a friend team up 
against enemy aircraft. In all of the 
dogfight games, you succeed only 
if you land in friendly territory. 
(Incidentally, unlike some flight 
simulators, Blue Max makes land- 
ings mercifully easy). 
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The campaign option offers the 
greatest variety and the greatest 
challenge. You register your pilot 
as either Central or Allied and then 
choose from the Bloody April, 
Battle of Amiens, or Ludendorf 
Offensive campaigns. You must 
survive a series of missions, each 
more difficult than the last. You 
start each mission with a briefing, 
and you must land in your own 
territory after completing the mis- 
sion. At that point, you can save 
your progress on disk, change 
planes, and so on. 

The missions include patrols, 
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bombing runs, photo reconnais- 
sance, and attacks on observation 
balloons. You receive a medal for 
completing each campaign, and if 
you succeed at all three you re- 
ceive the Victoria Cross if you're 
an Allied pilot, or the Blue Max if 
you're German. 

Flying your plane in Blue Max 
is a simple matter of pulling back 
on the joystick or mouse to climb, 


pushing forward to dive, and, 


pushing left or right to turn. The 
forward view is standard, but the 
function keys let you look left, right, 
or behind you. The F5 key gives 
you a chase view, while F9 gives 
you a smaller view but additional 
options such as a compass and 
gauges. Finally, F10 pauses the 
game no matter where you are — 
even if you're trailing smoke on 
your way to the ground. 

Another interesting option in 
Blue Max is VCR 
mode. This allows . 
you to replay a 
flight sequence 
while looking at 
your plane from a 
variety of perspec- 
tives. Youcaneven 
watch yourself 
from another pi- 
lot’s vantage point! 
VCR mode, how- 
ever, is available 
only in the cam- 


paign games. 
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Aboveall, Blue Maxis great fun. 
If, like me, you're simply not very 
good at flight simulators, you're 
still likely to enjoy this game. WWI 
planes were slower and less re- 
sponsive than later aircraft, and 
they lacked all the electronic gad- 
getry of modern fighters. Blue Max 
gives you a basic airplane and the 
blue skies of France, and lets you 
take over from there. It’s first-rate. 


(System requirements: IBM, 
Tandy, and compatibles; 512K 
minimum memory forCGA,EGA, 
and monochrome graphics; 640K 
for MCGA, 256-color VGA, and 
Tandy 16-color graphics; supports 
Game Blaster, Ad Lib, and Tandy 
three-voice sound; joystick or 
mouse optional. Three-Sixty Pa- 
cific, 2105 S. Bascom Avenue, 
Campbell, CA 95008.) 
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Ithough Robo-Squash 

isn’ta sports simulation, 

it’s the closest thing 

we've seen to a regular 

sports game for the Lynx. 
It’s actually a futuristic cross be- 
tween tennis, squash, and racquet- 
ball. 

Like tennis, in Robo-Squash 
players take turns whacking a ball 
back and forth across a court. But 
like squash and racquetball, the 
court is an enclosed room without 
a net. The walls, floor, and ceiling 
are all inbounds. 

The only exceptions are the 
back walls at each end of the court. 
If you allow the ball to get past you 
and hit your back wall, you lose 
the volley and your opponent gets 
the next serve. 


The immediate goal in Robo- 
Squash, then, is to get the ball past 
your opponent and hit his back 
wall. When that happens, the ball 
splatters like a juicy tomato and 
leaves a big red splotch. The first 
player to do this to his opponent 
three times wins the round. 

But there’s another reason not 
to miss the ball— when it splatters 
against your wall, the red splotch 
seriously hampers your vision. 
That’s because the back walls are 
made of glass, and youare actually 
positioned behind your wall, not 
inside in the court. To hit the ball, 
you control a transparent paddle 
floating in mid-air directly in front 
of your wall. You can move the 
paddle in any direction with the 
control pad. 

So far, Robo-Squash sounds like 


GAME PLAYER'S 


Robo-Squash 


Tom R. Halfhill 


a relatively uncomplicated sports 
game. Butit’s not quite that simple. 

To begin with, each volley 
starts with a number of bricks 
floating in the air at mid-court. If 
you hit a brick with the ball, the 
brick shatters and you get bonus 
points. Ifall of the bricks are cleared 
before the round ends, a spider 
suddenly appears and starts 
crawling around the court. The 
first player to hit the spider with 
the ball automatically wins the 
round. 

Scattered among the bricks are 
power-up items. By hitting a 
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power-up with the ball, you gaina 
special ability — but only until 
you miss the ball or hit another 
power-up. For example, the Spiral 
Disk enlarges your paddle; the 
Mouth allows you to catch the ball, 
so you can aim your shots; the All- 
Seeing Eye predicts where the ball 
will arrive when it’s returned by 
your opponent; and the Dragon 
allows you to shoot fireballs at the 
bricks and other power-ups. 

The goal in Robo-Squash is to 
outscore your opponent, and that 
means winning as many rounds as 
possible. Each time you win a 
round,aballona4x4 grid changes 
toa particular color. You get bonus 
points for lining up rows of balls 
that match your color. 

You can also choose from four 


difficulty levels (Klutz, Terrific, 
Outrageous, and Insane) and play 
against a human opponent by 
hooking two Lynxes together with 
a Comlynx cable. 

Despite its apparent complex- 
ity, Robo-Squash is actually easy to 
learn. It’s also very challenging 
(especially at the higher difficulty 
levels), and the graphics are well- 
done. 

Some players may feel that 
Robo-Squash lacks variety. Trying 
to outswat the computer does get a 
little tiring after awhile. It’s the 
type of game that’s more funif you 
can play a human opponent. 

But this is a minor point. If you 
like sports simulations, you'll 
probably find Robo-Squash an in- 
teresting combination of three 


opular court games. 
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he latest batch of Genesis 
titles we've seen is a pretty 
diverse lot. They run the 
gamut from the arcade hit 
Crackdown to the action-puzzler 
Trampoline Terror! And in be- 
tween, there’s enough to please 
just about every game player. 
Leading things off is the latest 
in Sega’s growing library of celeb- 
rity-endorsed sports games: Joe 
Montana Football. 


When this title was first an- 


nounced by Sega of America at the 
Winter Consumer Electronics 
Show in January 1990, everyone 
was eager to see the finished prod- 
uct. For some reason, videogame 
versions of football have tended to 
overemphasize one or another as- 
pects of the game, never quite 
achieving a realistic balance. Some 
games place so much emphasis on 
using arcade skills for running, 
passing, and catching that the 
strategies of calling plays and 
choosing formationsare all but lost. 
Others — especially those de- 
signed for personal computers — 
are nothing but strategy. Once you 
call the play, you do little but sit 
back and watch the result. Would 
Joe Montana Football be any differ- 
ent? Would it do for football what 
Tommy Lasorda Baseball and Arnold 
Palmer Golf did for their sports? 
Joe Montana was originally 
scheduled for release in the fall of 
1990 to coincide with the football 
season. But in hopes of getting the 
game out even sooner, Sega began 
building it from an existing com- 
puter football game — Hard Yard- 
age. Originally an Activision game 
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Joe Montana Football: When you 
call a pass play, you get a 

1 quarterback’s-eye view of your 
receivers. Youcan toggle between 
three different receivers by just 
pressing a button. 


Joe Montana Football: On every 
down, you'll have your choice of 

2 sets, formations, and plays. 
Montana’s choice is always indi- 
cated and can be chosen by press- 
ing B. 


Joe Montana Football: You can 
fumble, intercepta pass, and even 
be called for pass interference. 


for PC compatibles, Hard Yardage 
had also been announced for the 
Genesis before Sega decided to use 
it for the basis of Joe Montana. 
Before Joe Montana was fin- 
ished, however, Electronic Arts 
unveiled John Madden Football. This 
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game (see our review in last 
month’s Game Player's) did sucha 
good job of re-creating the action 
and the strategy of pro football that 
we found ourselves asking another 
question. Could Joe Montana make 
the grade? 

The answer is yes. Joe Montana, 
like John Madden, is a solid football 
game and a lot of fun to play. It 
gives you a wide variety of defen- 
sive and offensive options, and you 
view the action from overhead and 
behind the quarterback, as in John 
Madden. You can play a regular 
season game, go for the Sega Bowl 


title, or even practice two-minute 
drills. 

The differences between these 
two games are small, but impor- 
tant. In John Madden, for example, 
you can choose to let the computer 
throw your passes and make your 
tackles. Even the player who’s 
under your direct control will 
move on his own if you don’t take 
action. Play selection — including 
audibles at the line of scrimmage 
— is the most important factor in 
success. 

In Joe Montana, you must move 
the player who is under your di- 
rect control. If you don’t, he’ll just 
stand there. And you can’t call 
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audibles. This places considerably 
more emphasis on your arcade 
skills. Tomake the big plays, you'll 
have to be good with the control 
pad. 

The result is two games with 
different but realistic approaches 
to football. While John Madden tends 
to place more emphasis on strat- 
egy, Joe Montana is more of an ar- 
cade-type game. But both give you 


Sword of Sodan: You can play as 

1 either Brodan, the male warrior, 
or Shardan, his sister. Both are 
strong fighters. 


Sword of Sodan: After a second or 
2 two, the slain enemy at your feet 
will disappear and a bottle of 
potion may appear in his place. 


Sword of Sodan: This isn'ta game 

3 for the squeamish. To get by 
these brutes, you have to hack 
off their heads! 


Crackdown: As Agent Ben, your 
mission is to move toward the 

4 exiton therightside of thescreen, 
placing explosives on each 
marked spot in the enemy 
stronghold. 


Crackdown: Once you've placed 

5 all the explosives, you'd better 
exit the level before the timers 
run down. 
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enough strategy and action to cre- 
ate a very playable and realistic 
simulation. 

There are a few cosmetic dif- 
ferences, too. The players in John 
Madden appear a bit larger on the 
screen than the guys in Joe Mon- 
tana. And in John Madden, thescreen 
scrolls impressively back and forth, 
left and right, giving a real sense of 
depth to the field of play. On the 
other hand, Joe Montana has more 
digitized voices, plus special 
screens showing Joe himself prais- 
ing you for making a good catch or 
a score. John Madden lacks these 
touches. 

Joe Montana Football is a wel- 
come addition to the Genesis team. 
Some may prefer it to John Madden, 
and some may not. Since both are 
very good games, it really comes 
down to taste. 


What If You Don’t 
Like Football? 


Fear not. There are plenty of alter- 
natives for Genesis owners who 
just aren’t interested in football — 
no matter what celebrity is endors- 
ing the game. 

Maybe you're the type who'd 
rather battle your way through 
dangerous medieval villages, 
fighting evil knights and fierce gi- 
ants. If so, Sword of Sodan might be 
the game for you. 

Sword of Sodan is the latest 
Genesis game from Electronic Arts 
and was translated from a popular 
Amiga game from Innerprise Soft- 
ware. You play as the mighty 
warrior Brodan or his sister 
Shardan, the wards of the famed 
wizard Sodan. Due to the usual 
odd circumstances, you find your- 
self pitted against the evil follow- 
ers of Zoras, a wicked wizard. 
Armed only with your guardian’s 
sword, you must battle to free an 
entire kingdom from the wizard’s 
grasp. 

One of the first things you'll 
notice about the game is its high 
level of violent action. To quote the 
company’s press release, you'll 
“decapitate fierce giants” and see 
“puckets of gushing blood.” All 
this is true. Sword of Sodan, like 
RazorSoft’s TechnoCop, is quite 
violent at times. 

Inaddition to seeing buckets of 
gushing blood, you'll also get po- 
tions when you defeat enemies. By 
drinking these potions — one at a 
time or in combination with other 
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potions — you can gain stamina 
and strength, and even get more 
lives and powerful flaming 
swords. However, drinking sev- 
eral different potions at once can 
also be dangerous. If you combine 
the wrong ones, you'll be poisoned 
and slowly lose strength. If you 
drink one of each type of potion, 
you'll die immediately, then see a 
cautionary message on the screen: 
“Winners don’t do drugs.” 

Although the animation in 
Sword of Sodan is rather stiff com- 
pared tomany other Genesis titles, 
the game play is quite challenging. 
The numerous potions and their 
many uses add a nice element of 
strategy, and they can really come 
in handy when the fighting gets 
heavy. 


Save Those 
Quarters 


If you're looking for something a 
bit more understated but just as 
exciting, there’s Crackdown, a Sega 
arcade game translated for the 
Genesis by Sage’s Creation. Set in 
the 21st century, Crackdown is the 
story of an evil scientist who de- 
velops artificial life forms — or 
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ALCs, for Artificial Living Crea- 
tures — and plots world domina- 
tion. As one of two Special Service 
agents, Ben Breaker or Andy At- 
tacker, it’s your mission to plant 
timed explosives at strategic points 
(marked with big red X’s) 
throughout the enemy’s strong- 
hold. 

As in the arcade version, you 
view the action from overhead ina 
graphics window that’s about one- 
fourth the size of the screen. (Two 
people can play at once, each with 
their own window.) As you move 
from one red X to another, you'll 


face a staggering variety of en-. 


emies and obstacles. After plant- 
ing your explosives on each X, you 
must escape the level before the 
timers on your bombs go off. 

Each mazelike level is more 
congested than the last. To help 
you get past the enemy ALCs, 
you're equipped with a machine 
gun, a cannon, and a limited sup- 
ply of smart bombs. The bombs 
are amazingly powerful, capable 
of destroying all the enemies on 
the screen. 

The most obvious drawback 
in Crackdown is the very tiny size of 
the characters. The top part of the 
screen is occupied by information 
readouts and a map. Only the 
graphics windows show the ac- 
tion, and in this small space you 
view nearly half of the entire level. 
Buteven though Crackdown doesn’t 
scratch the surface of the Genesis’ 
graphics potential, it’s an easy 
game to get drawn into. 

Finally, there’s the latest game 
from DreamWorks: Trampoline 


62 


Terror! It’s the story ofa once-happy 
planet menaced by an evil empire. 
The empire has surrounded the 
planet with a gridlike fortress of 
trampolines and sidewalks. Only 
by pressing the switches located at 
various places on the grid can you 
destroy the fortress. 

You are Trampoline Terror, a 
gifted gymnast. Your mission is to 
leap all over the giant trampoline, 


trying to throw switches to clear 
each of the game’s 33 levels. You 
have to avoid the different crea- 
tures that try to stop you and be 
careful not to fall from the grid to 
the planet below. 

Trampoline Terror! is a far cry 
from the violent Sword of Sodan — 
there’s no blood to speak of, and 
the gentle, cartoonish characters 
frustrate rather than frighten. But 
the game is very challenging and 
absorbing, and should appeal to 
players of all ages. It’s anice change 
of pace. 
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Trampoline Terror!: You must 
walk over all the switches on 

1 each level to advance. By trig- 
gering the switches in a certain 
order —four reds, for example 
— you earn bonuses. 


Trampoline Terror!: Learn when 
to run and when to use the 

2 trampolines. You can jump on 
each trampoline only a few 
times before it breaks. 


Trampoline Terror!: When you 
3 triggerthe last switch ona level, 
the grid explodes. 


or a couple of years now, 
Accolade has owned the 
rights to produce computer 
games bearing the name of 
golfing great Jack Nicklaus. At first, 
Accolade’s designers concentrated 
on producing Jack Nicklaus games 
for PC compatibles, the Amiga, and 
other popular personal computers. 
Likesome other computer software 
companies, however, Accoladesees 
potential in the NEC TurboGrafx- 
16 — and especially in the optional 
TurboGrafx-CD player. 

Jack Nicklaus Turbo Golf is 
Accolade’s first TurboGrafx game. 
Itsavailableasatwo-megabit game 
cartridge or as acompact disc. Both 
versions look the same and play 
identically, but the CD version has 
five golf courses instead of one and 
adds a few other features as well. 
Both versions are extremely wel- 
come, especially since the only 
other golf game for the TurboGrafx 
(Power Golf) is rather limited in 
comparison. 

The TurboGrafx version of Jack 
Nicklaus Golf is so faithful to the 
original computer version that it 
even shares some of the same 
problems—suchas the annoyingly 
slow screen drawing. (Even the 
version for the Amiga — a com- 
puter that draws screens very 
quickly — has this defect.) Equally 
faithful is the putting game, which 
inall versions is extremely difficult 
to master. It’s too bad that both of 
these features were carried over to 
the TurboGrafx version, but fortu- 
nately Accolade has preserved all 
of the good features as well. As a 
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result, Turbo Golf is a very strong 
simulation. 

The level of detail in Turbo Golf 
is superb. Not only can you see 


every tree, every cart path, and 
every obstacle, but you can also 
tell ata glance if you’re standing at 
the top of a hill looking down or at 
the bottom looking up. Even the 
crevices in the ground are quickly 
apparent. There isn’ta flat piece of 
realestate on the whole golf course, 
it seems, and you'll find yourself 
endlessly trying to master the 
ground’s irregularities. 


In Jack Nicklaus Turbo Golf, you 
can choose your skill level and 

1 whether you want to play com- 
puter-controlled or human op- 
ponents. 


At the beginning of each hole, 

2 you Ilsee Jack’s smiling face. Pay 
attention to his advice, because 
it's always valuable. 


Before teeing off, you geta bird’s- 

3 eye view of the hole. You can 
also call up this view at any time 
during play. 


The first hole is a fairly straight- 
forward 498-yard par 5, but no- 
4 tice the strong wind and its un- 
fortunate direction. Why notaim 
to the right and play the wind? 


Oh, great! A sand trap on the 

first hole. Notice how well grades 
5 are depicted in Turbo Golf — the 

pin is clearly a few feet higher. 
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Despite this great detail (or 
perhaps because of it), the graph- 
ics are a little fuzzy. It's possible 
that the computer game screens 
were transferred directly to the 
TurboGrafx, maybe losing some- 
thing in the translation. Some of 
the colors seem a bit strange, too. 

As mentioned above, the car- 
tridge version of Turbo Golfhas only 
one golf course: the Australian Golf 
Club, where the Australian Open 
takes place each year. On the CD 
version of Turbo Golf, this famous 
course is joined by Japan's Saint 
Creek, Scotland’s Royal Troon, 
Colorado’s Castle Pines, and 
Chicago’s Kemper Lakes. Also on 
the CD version is an additional 
game option, match play, supple- 
menting the “skins” and stroke 


play options found on the car- 


Your golfer follows through 
after taking a shot. The game 

1 tells you how far the shot trav- 
eled. 


Well, nobody's perfect. Trying 

2 toplayastrong wind, youended 
up ina water hazard. Place the 
ball and be done with it. 


An approach shot to be proud 

3 of — past the lake and right 
onto the green. Now a good 
putt will finish it off. 


Putting is far from easy in Turbo 

4 Golf. Pay strict attention to the 
“break meter” at the bottom left 
corner of the screen. 


A very near miss on a 17-foot 
5 putt. Get used to near misses, 
because there are bound to be 


plenty. 
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tridge. Finally, the CD gives you 
Jack’s digitized voiceand twomore 
musical soundtracks. 

The heart of any golf game is 
hitting the golf ball, and this is the 
same with either version of Turbo 
Golf. Youstart by choosing the type 
of game you want to play. Stroke 
play is what you see on TV, where 
golfers try to finish 18 holes with 
the fewestnumber of strokes. Skins 
is a betting game in which you 
play to win each individual hole, 
rather than the entire course; the 
winner of the hole takes the money, 
and then you bet again on the next 
hole. 

After selecting the type of 
game, you choose how many 
golfers will play, and which golf- 
ers are controlled by the computer 
or other human players. Using the 


TurboTap accessory, up to four 
people can participate in Turbo Golf. 
You can aiso piay by yourself, ei- 
ther solo or against computer op- 
ponents. The computer opponents 
range from rank beginners to first- 
rank pros, with Nicklaus himself 
offering the stiffest (and almost 
unbeatable) opposition. 

Be aware, though, that taking 
on computer foes eats up a lot of 
time. Youmuststand by while each 
computer player takes his swings, 
which means the screen must be 
redrawn over and over again. 
That's a slow process in this game. 

Nextyouchoose your skilllevel 
— beginner or expert — and 
whether to use the ladies’, men’s, 
or pro tees. The ladies’ tees are the 
closest to the hole and the pro tees 
the furthest from it. (That’s the way 
real golf courses are designed.) 

Finally, it’s game time. At the 
beginning of each hole, Nicklaus 
appears on-screen to offer some 
advice. Next you see an overhead 
view of the hole, which you can 
also access atany time during play. 

At the beginner level, the com- 
puter chooses a club for you, al- 
though you can pick a different 
one if you like. At the expert level 
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you choose your own club. The 
manual lists the maximum dis- 
tances you can expect to hit the ball 
with each club, but your choice 
must also be guided by such fac- 
tors as the wind speed and direc- 
tion, where the ball lies on the 
course, and such complexities as 
whether or not you're shooting 
uphill or downhill. 

Another factor to consider is 
where you want the ball to land. 
Aiming straight for the pin isn’t 
always the best idea, because you 
must compensate for roll and 
bounce. Your tee shots and ap- 
proach shots may take a long time 
tomaster, but thisis golf asit should 
be. 

To swing, pay attention to the 
power bar, not the golfer. You can 
readjust your golfer’s viewpoint if 
you wish, but for the most part he 
or she will be facing in the right 
direction. Then press the I button, 
wait for the power bar to reach the 


amount of strength you want, and 
then press the button again. Now 
wait for the power bar to fall to the 
Opercent line, and press the button 
a third time. 

The higher the power bar 
reaches before you press the but- 
ton the first time, the more powerful 
your swing. Of course, you don’t 
always want to hit the ball with all 
your power. Stopping the bar before 
it falls back to the 0 percent line 
causes the ball to hook (curve left if 
your golfer is right-handed, or 
curve right if your golfer is left- 
handed). Stopping the bar after it 
reaches the 0 percent line causes 
the ball to slice (curve right if your 
golfer is right-handed, or curve left 
if your golfer is left-handed). 

Generally, it’s a good idea to 
always try for a straight shot — in 
other words, to press the button 
for the third time just as the power 
bar reaches the 0 percent mark. 
Eventually, though, youmustlearn 
to use your power, hooks, slices, 
and the wind to make the best pos- 
sible shots. That’s what makes golf 
challenging — and exasperating. 

Putting, as mentioned before, 
is difficult in Turbo Golf. Before 
doing anything else, head to the 
practice green and learn how to 
read the “break meter.” This meter, 
which appears at the bottom left of 
the screen during putts, tells you 


Press any Button. | 


which way the green slopes. (No 
part of this game, itseems, is played 
on level ground.) Then learn how 
to aim the ball, because Turbo Golf 
punishes you thoroughly if you 
don’t aim correctly. Finally, learn 
how tojudge the power you’llneed 
for your putts. In this game, it’s 
easy to tap a ball toward the hole 
and watch it disappear down a 
grade to rest 25 feet or more from 
the original destination. 

Unlike Power Golf, the first 
TurboGrafx golf game, Jack Nicklaus 
Turbo Golfisa true simulation. You 
must think about the wind, trees, 
sand traps, cart paths, and the kind 
of shot that’s required. You're also 
playing on an accurate re-creation 
of a real golf course. As a result, 
Turbo Golf is a difficult game to 
master. But that also meansit won't 
wear out its welcome in the fore- 
seeable future. All things consid- 
ered, it’s a very good game. 


GP 
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William R. Trotter 


The Immortal is only the second 
Nintendo game from Electronic 
Arts, long regarded as one of the 
leaders in computer gaming. And 
like EA’s first Nintendo game — 
Skate or Die 2 — it’s a beauty! 

In The Immortal, you step into 
the robes of a young wizard. Your 
teacher, the great Mordamir, ap- 
pears in a vision. He asks you to 
help free him from the Labyrinth 


. of Eternity, where he is impris- 


oned. 

Not long after you begin this 
perilous quest, you'll discover that 
the labyrinth is filled with danger: 
pitfalls, booby traps, trolls, gob- 
lins, and worms big enough to | 
swallow you whole. 

By carefully questioning ev- 
erybody you meet, and by collect- 
ing every key, scroll, and message 
youcan find, you'll learn clues and 
gain powers. When words or spells 
fail, you'll have to fight. The battles 
come to life with first-rate anima- 
tion, and all of the action is accom- 
panied by one of the most effective 
and elaborate soundtracks ever to 
grace a Nintendo cartridge. 

Best of all are the graphics. The 
corridors and chambers of the 
labyrinth are shown from a three- 
quarters perspective*that helps 
convey an atmosphere of darkness 
and danger. The lighting effects, 
textures, and animation of the fig- 
ures are all handled with a fine 
attention to detail. 


ot it 
Electronic Arts, 1820 Gatewd) Drive, 
San Mateo, CA 94404.) 1 dali t iets 


| 


The game begins with a 
visit from the spirit of the 
i) greatmagician, Mordamir. 


soon. and other useful items. 


Don's imeriers 


You'll have to fight a 
= goblin before you can 
get your first clue from a 
freed prisoner. 


It’s nice to know the old wiz- 
ard counts on you...except 
that your name isn‘t Dunric! 


4 During combat, pay close attention 
| to the meters. Green shows your life 
| energy and red shows your fatigue. 
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Be sure to talk to everyone you meet. Open all the treasure chests you 
This prisoner has a key that you'll need come across. Inside, you'll find gold 


A sack of bait? You might as well 
be take it along — you never know 
m, when it may come in handy. 


Be sure to search the bodies 
of all dead foes. If you find 
#) something, take it, no matter 
how useless it may seem at 
the time. 


In this room, walk along & 

the edges. Walking in the —EESEEEE———EEE 
center activates hidden - If you must fight a shadow- 
crossbows, creature, use a steady, fore- 


Light a torch before ventur- 1] i $ 
ing into this room. It'll help Tone backhand slashing mo creatures’ room without 


you see the shadows of the finding the amulet hidden 
invisible shadow-creatures there. But don’t read the 
that dwell there. runes on the amulet, what- 
ever you do! 


Don‘t leave the shadow- 


iim AND) 


ST ic 


Check the contents of your wizard’s 

pack now and then, Every item you find 

has a purpose, but you must be in the Use the amulet to reflect the beam of 

tight place at the right time. light onto the floor mechanism that 
opens the next level. 


Sher appear to he 
vational. Derhaps you 
can reach some 
agreement waith 
them 


Ss) a 
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Congratulations? 
FZ our cprtificats is 


ByIyS10006 x30 


Piles of straw are for sleep- 
ing; this restores your char- 
acter’s energy. 


While you sleep, dreams will come 
to you, bearing hints for the game 
ahead. 


GAME PLAYER'S 


Slime creatures can turn you |iiee% Soe Search the skeleton for a 
to bones with a touch. You Soc powerful weapon, but 
can't beat them, so avoid - don't probe too deeply 


. : Il fi . into that pile of bones or aa 
Tenor mos esta ON? | That dot in the middle of | Wutigetanasty eerie, | The old man in the comer hos a 


the floorisaredgem. You'll gem youneed, but he won't give 
needit, plus two other gems, it up until after you've found the 
to clear this level. Dust of Compliance. 
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About halfway down into the dungeon, | 
you'll start meeting trolls. They are en- f When youenterthe will-o-wisp room, 
gaged in a war with the goblins | go first to the stone on the left. It 


contains a jewel you need. 


RANE, 
PENG 


as . “eters 
} The Dust of Compliance can be || ] 
Use the wi p charm to control | found on a dead goblin: | _— 


those pesky little spirits, — 


In the hall of the Goblin King, use an item from your pack 
— and that mound of dirt — to plant the seeds of future | 
progress. Then retreat quickly, or you too will die in the 
throne room. 


i fareawe ere area eee eee Sea 


If you give the injured Goblin King a 
drink, he'll give youa valuable clue. 


Refer to the Goblin King’s clues to 
solve the puzzle in this room, But did 
he tell you the right order of things, 
or did he mix them up? 


Once you've administered the 
Dust of Compliance, the crotchety 
old man becomes eager to give 
you his gem. 


, One of these fellows has a ring that lets you disguise yourself 
as a troll. Use the disguise to sneak past the guard. Because you gave the Goblin King 
some water, he’lllet you pass when 
you encounter him again. 


The next-to-last boss lies be- 
yond this whirlpool. Youmust 
lure him into the vortex by 
tern before tryin: jetting close to him. You 
Ma When you throw the ritual ele nat sucked in yourself, 
knife at these two guards, | but you could be rescued. 
they'll start fighting each 
other. While they’‘re busy, you 
can sneak past them 


Deadly spikes shoot up 
through the tiles on this 
floor. Take time to observe 
their pat 
to cross. 


TAN 


The Immortals final screens demon- 
strate just how good eight-bit Nintendo 


graphics can be. 
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As the 1990s drew to a close, the 
nations of the world were finally 
working together, putting aside 
their differences to concentrate 
on making the planet a better 
place to live. It seemed certain 
that the 21st century would be 
the best era that human- 
ity had ever known. 


Matthew A. Firme 


Then, one day, strange objects 
appeared in the skies over the 
European nation of Kazafu. Soon 
afterward, an army of strange 
creatures and machines appeared 
in Kazafu’s capital, led by the 
self-proclaimed Grand Master 
Meio. In just a few days the in- 
vaders leveled the city and be- 

gan marching across the 
& continent. Soon the 
aliens held all of 
Europe. Noarmy 


could stop 
them. And 
still they ad. 
anced. 


D 


in the world _ 


Sega of America, 573 Forbes 
Blvd., South San Francisco, CA 
94080. 


ever to become an A-class Strider. 
Strider Hiryu sets off on his dan- 
gerous mission, alone but 
strengthened by the encouraging 
words of his fellow Striders. 


ye 


i Strider Hiryu flies his glider into the 


capital of Kazafu. His athletic speed 
and acrobatic agility are his 
greatest strengths — but will they 
be enough to defeat the powerful 
aliens? 


As you move through Kazafu, at- _. 


tack the alien guards as soon as 

| they’rewithinreach of your plasma 
sword, If you wait, they become 
harder to hit: 


eer 


Next month: Strider continues his adventure on the Ballog, then journeys to the Amazon and 
Grand Master Meio’s headquarters. 
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'y now you must be 
a bit tired of driving 
around those old cars. All 
you had in Test Drive II, 
after all, was a trashy little 
Lamborghini Countach, a 
couple of silly old 
Porsches, and some em- 
barrassing Corvettes. Or, 
if you chose a different 
package, you had some 
gas-guzzlers from the 
1950s and ’60s with 400- 


plus cubic-inch engines. 
Hardly worth the trouble 
of backing out of the 
driveway, right? 

Well, that’s all 
changed. With the release 
of Test Drive III: The Pas- 
sion, Accolade has ap- 
pealed anew to the would- 
be supercar owner inall of 
us. Goneare the Yugo-like 
Countachs and 'Vettes; in 
their place are some in- 


System requirements: IBM, Tandy, and 
compatibles (eight-megahertz orfaster 
computer recommended); 640K mini- 
mum memory; EGA, MCGA, VGA, or 
Tandy 16-color graphics; mouse or 
joystick optional; includes 5.25- and 
3.5-inch disks. Accolade, 550 S. Win- 
chester Bivd., San Jose, CA 95128. 


credibly fast (and incred- 
ibly expensive) road ma- 
chines. So it’s back to the 
toads — or, in this case, 
even some fields. 
Ifyou’ve never played 
one of the previous in- 
stallments of Test Drive, 
here’s a quick rundown. 
The Test Drive series puts 
you behind the wheel of a 
world-class supercar. You 
see the steering wheel, the 


- 


The opening screens give an 
indication ofthe detailed VGA 
graphics in Test Drive Ill. Be 
prepared for some visual de- 


You can choose your own 
car, course, and driver. 


gearshift, the dashboard, and, of 
course, the road, other cars, and 
miscellaneousscenery. Your goal 
is to make it from point to point 
in the shortest possible time. You 
can play against the clock, against 
computer-controlled cars, or 
against human opponents. 

The original Test Drive offered 
some generic scenery, and Test 
Drive Ilimproved on that by put- 
ting you on the California high- 
ways from Oregon to Mexico. In 
both games, you had to dodge 
slower-moving traffic, all kinds 
of road hazards, and the ubiqui- 
tous state troopers. If you got 
stopped, you lost time and points. 

Test Drive Ill adds impres- 
sive new features. Rainand snow 
can come pelting down without 


warning, and you can respond by 
switching on your w indshield 
wipers. Y ourheadlights now work, 
too, and it’s a good thing, consid- 
ering that you spend a lot of time 
driving by moonlight. 
Test Drive IIT also of- 
fers two outside 
views of your 
car. The chase- 

car view lets 

you ob- 
serve 
yi our- 
self 
from 
any imaginable angle, and the in- 
stant replay gives you the same 
options for actions you’ ve just per- 
formed. Want to watch yourself 
slip by thatslow-moving truckand 
fly over the hill? Just turn on the 
replay, and adjust the camera as 
you wish. 


Another options screen lets 
youchoose your skillleveland 
your opponent. 


The northern California scen- 
ery in Test Drive II] is called “Pa- 
cto Yosemite.” It takes you from 
Paso Robles to Tioga Pass by way 
of Monterey and Mariposa. Acco- 
lade plans to release add-on disks 
with additional cars and scenery. 
Although it would be nice to tackle 
some roads in the European Alps 


ormaybe even the Alaska High- 
way, 
challenging enough. 


Drive III is the new 


the current offering is 


But the biggest draw in Test 
cars. 


Lamborghini, Porsche, and Gen- 
eral Motors are the contributors 
once more, but things have 
changed over the past couple of 
years. The legendary Countach 
has been replaced by the soon- 
to-be-legendary Lamborghini 
Diablo. Equally exciting is the 
new Pininfarina Mythos. Most 
interesting of all, though, is the 
ChevroletCERV III, because who 
ever thought a Chevy would be 
this advanced? Three cars are all 
you get, but with these three in 
your driveway you're bound to 
attract some attention. 


The Chevrolet CERV Ill gives us 
ahint of what the Corvette may 
ultimately become. Better start 
saving your money now. 


The most expensive of the 
three is the Pininfarina Mythos. 
Listing at over $2.5 million, it 
} promises a top speed of 180 mph 

and a 0-to-60 time of 6.2 seconds. 
(At least, that’s what the game’s 
manual says; not many of us will 
| ever find out for sure.) 

If you're on a budget, go for 
the Lamborghini Diablo—itlists 
for a mere $200,000. Powered by 
a V-12, it goes from 0 to 60 in 


DIABLO 
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about 4 seconds, with a top speed 
of more than 200 mph. But watch 
out for the speed bumps. 

The most surprising car is 
Chevrolet’s CERV III (Corporate 
Experimental Research VehicleIID): 
Chevrolet has never tried to com- 


pete head-on with Lamborghini 
or Porsche, and the famous Cor- 
vette is regarded as a kind of 
baby sister to those supercars. But 
the CERV III holds its own in 
terms of both price and perfor- 
mance. For a mere $400,000, you 
get a 0-to-60 time of 3.9 seconds 
and a top speed of 225 mph. You 
also get a wealth of automation, 
all under the control of a nose- 
mounted computer. It’s a pretty 
smart car, and not just in looks. 

If you've played one of the 


Test Drive games before, you'll 
have no trouble booting up this 
one and getting started. If you're 
new to the series, it’s still quite 
easy. There are nine levels of dif- 
ficulty, and the first three offer 
automatic gear-shifting and fewer 
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controlling the car is dif- 
ficult enough, forget about shift- 
ing for the first few drives. It’s also 
a good idea to start off by racing 
against the clock instead of the 
computer-controlled drivers. 
You'll crash less often, and you 
won't be distracted by attempts to 
run the other guys off the road. 
And by the way, you can drive 
off the road in Test Drive II. There 
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are various routes you can take to 
get from point to point, and most 
are shown on the maps. Some 
routes, however, are uncharted and 
must be discovered. You're free to 
turn off the road at any point and 
drive across the hills and fields: If 
you get lost, just press the Fé key 


and you'll be taken back to the 
road. Or you can use the chase- 
car view to spot your location 
from above. 

One of the many indications 
that the designers of Test Drive 
IIT have been listening to what 
gamers want is the absence of 
gas stations. As the manual ex- 
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plains, Test Drive III assumes 
some intelligence on the part of 
the driver. After all, you’ve 
forked out anywhere from 
$200,000 to $2.5 million fora car, 
so the game assumes you were 
smart enough to stop for a fill- 
up before starting your drive. 
Not that yourexpensivecar 
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Yep, the wipersreally work. 
Now all the game needs is 
some windshield-washer 
fluid to run dry 


If you wish, you can head off 
the road and into the trees 


behind the barn, but you'd 
better be careful not to crash. 


is maintenance-free. You can 
knock your wheels out of align- 
ment, blow your engine, and 
even ruin your brakes. You re- 
gain full performance at each 
checkpoint, but until then a 
damaged car can make things 
extremely difficult. 

The chase-car and instant- 
replay views are welcome addi- 
tions. You'll find yourself 
switching to these viewpoints, 
if only to admire the excellent 
graphics. The view while racing 
along the moonlit seashore in a 
Mythos is a sight to behold, es- 
pecially if your computer is fast 
enough to handle VGA graph- 
ics at a speed that makes the 


game’s high-detail option worth- 
while. Even with EGA, however, 
this game impresses. 

Ultimately, though, any game 
must be judged on how enjoyableit 
is to play. For a host of Test Drive 
fanatics, that question has already 
been answered. For others, it’s a bit 
trickier. If you like the idea of 
steering a supercar past a beautiful 
backdrop of well-rendered scenery, 
watching night change into day, 
and trying to avoid the speed cops, 
you'll like this gamea lot. Butif you 
prefer arcade-style shoot-em-ups, 
role-playing games, or graphics 
adventures, you probably won’t 
like Test Drive III or any similar 
driving game. 

Perhaps the best thing that can 
be said about Test Drive III is that 


There’sno problem driving off-road 
in this game, although it would be 
a bit less risky with a Jeep. In this 


case, you've avoided an accident 
by taking a detour around the hills. 
But a police car awaits your return 
to the highway. 


it’s an excellent improvement 
over Test Drive and Test Drive 
II. And that’s saying a fair bit. 
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Yourprecious, expensive car 
flles through the air. When it 
lands, your suspension 
won't be in great 


probab 
shape. Is this the way to treat 
a multimillion-dollar ma- 
chine? 


After finishing round 2, you're off 
to aland of hills and valleys, But 


at least you get your five lives 
back 


he claymation 
nemesis from the 
Domino's Pizza 
commercials is 
coming home to 
your Nintendo. 
In Yo! Noid, how- 
ever, the Noid is 
the good guy. 
The Noid’s mission is to save 
New York City. New York is in 
trouble — which is supposed to be 
unusual in this game. Hooligans 
are everywhere and the Bronx is 
having a brownout. Somebody is 
responsible. Could it be the Noid’s 
evil twin, Mr. Green? 
As the Noid, you must work 
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During the park stage, use the Noid’s 


skateboard defensively by keeping it be- 
tween you and the enemy. 


your way through 15 different 
sections of New York, from the 
docks up to the rooftops and be- 
yond. Your only weapon is a yo- 
yo, which you can whip out in a 
devastating around-the-world 
twirl that stops the thugs who are 
trying to stop you. 

You've got a few other tricks 
up your sleeve as well. The Noid 
has supernatural powers, and 
throughout the game you'll find 
magical scrolls that enhance those 


YO! NOID 


Jeff Lundrigan 


Version reviewed: Nintendo 


Capcom USA, 3303 Scott Bivd., 
Santa Clara, CA 95054. 


powers. The large scrolls reveal 
spells, and the small scrolls add to 
your magic energy. 

To cast whatever spell you've 
picked up, just press down on the 
directional pad and hit the B but- 
ton. Spells affect all enemies on the 
screen, though multiple enemies 
usually aren’t a problem until the 
later stages of the game. Therefore, 
it’s a good idea to save your spells 
for especially difficult places. 


Pizza-eating contests follow every other 
stage. Usually the other Noid has to eat 
more than you do to win, so it’s OK to 
concede a couple of rounds if you have to. 


Besides his skateboard, the Noid has a 
couple of other devices to get around on, 
including this ornithopter. 


Collecting spells and magic 
energy has other benefits, too. Af- 
ter every other stage, you must 
face the local Noid ina pizza-eating 
contest. To win these contests, it 
helps to havea few secret weapons 
— such as hot sauce or a pepper 
shaker — which prevent your 
opponent from finishing all of his 
pizza. The number of secret 
weapons you get depends on how 
many spells and scrolls you picked 
up in the previous stage. 

While Yo! Noid doesn’t take 
advantage of the Noid character 
for as much humor as it could, it 
still uses the character well. The 
game revolves around its central 
character more than some other 
Nintendo games. And while the 
graphics aren’tspectacular, they’re 
suitably cartoonish, and the action 
is fast and smooth with almost no 
flicker. Overall, Yo! Noid is a good, 
solid game. 
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he title of this 
game tells you 
it won't be a 
peace mission. 
Still, as you pi- 
lot your super- 
charged fighter 
jet off the run- 
way, you have 
noidea of theintense battles ahead. 
Inmoments, the friendly skies will 
be filled with odd-looking aircraft 
of various descriptions. For the next 
six stages, you'll be seeing quite a 
few of them. 

There’s no way to calculate 
how many bombs, bullets, and 
missiles are fired at you in Aero 
Blasters — numbers just don’t run 
that high. Clearly, the game’s de- 
signers were determined to cram 
every scrolling inch of screen space 
with more and more enemies 
armed with larger and deadlier 
weapons. In most sections of the 
game, you're being targeted from 
all directions at once. 

Not that you're left helpless in 
this hostile airspace. The Aero 
Blaster is a nifty little jet, capable of 
fancy maneuvering and constant 


It’s painfully easy to get shot down in Aero 
Blasters. You'll know when it happens by 
the fire and smoke trailing your jet. 


BLASTERS 


Phill Powell 


Version reviewed: NEC TurboGrafx- 
16. NEC Technologies, 1255 Michael 
Drive, Wood Dale, IL 60191. 
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Each of these symbols isa power-up left by 
a Weapon Transport Pod. Choose your 
weapon — or grab all four! 
firing. Also, you can take advan- 
tage of the Weapon Transport Pods 
that appear throughout the game. 
WTPs resemble floating trash cans, 
but they actually contain power- 
ups. By collecting these special 
weapons, you can customize your 
Aero Blaster to make it more ef- 
fective in the particular area you're 
flying through. 

You begin the game by pro- 
tecting theskies abovea threatened 
city. Another stage takes you in- 


In the Mechanized Cave, you're sur- 
rounded by angry enemies, but you have 
even less space in which to avoid them. 


side a mechanized cave deep un- 
derground. You'll spend the latter 
part of the game in outer space and 
on other planets. The elaborate 
graphics help make it a detailed 
and colorful tour of duty. By de- 
manding a variety of arcade skills, 
the game remains fresh through- 
out. 

For one or two players, this is 
running and gunning of the first 
order. If you enjoy the thrill of 
aerial pursuit, Aero Blasters puts 
youin the thick of actionand keeps 
you there until your teeth rattle. 
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Some scenes require you to race through 
narrow tunnels at breakneck speed. Hit 
the walls and it’s all she wrote! 


GAME PLAYER'S 


82 


rack crime- 
fighter Dick 
Tracy is cer- 
tain that Big 
Boy Caprice 
is behind the 
city’s cur- 
rent crime 
wave, but 
proving it and putting him behind 
bars is going to be tough. 

In Dick Tracy, loosely based on 
last summer's movie, you don the 
ace detective’s yellow trenchcoat 
and hit the streets in search of bad 
guys. If you can solve a series of 
five crimes, you'll have all the cold, 
hard evidence you need to put Big 
Boy away. 


8B 
a: 


You can fire on armed criminals, but you 
have limited ammunition. If you run out 
of bullets, pick up a new clip at a police 
station. 


When your energy runs low, grab a heart 
to restore your energy to the four-badge 
level. 


DICK TRACY 


Lisa M. Bouchey 


Version reviewed: Nintendo. Bandai 


America, 12851 East 166th Street, 
Cerritos, CA 90701 


The game has three different 
kinds of screens: overhead views 
of the city streets, side views of 
buildings, and informationscreens. 
The info screens include a notepad 
and a mug book, and you can call 
them up from any police station in 
the city. 

When the game begins, the 
notepad lists the crime you're cur- 
rently investigating and any clues 
you’ve uncovered. When the 
notebook is full, you've collected 
enough evidence to arrest the 
prime suspect and advance to the 
next investigation. 

If you’re having trouble witha 
case, open the mug book for profiles 
on Big Boy’s known accomplices 
and the locations where they were 
lastseen. Itmighthelp youanalyze 
a clue or find a criminal. 

When you're ready to hit the 
pavement, the game shifts to an 
overhead view of the city. Some- 
times you'll find yourself pursu- 


When yes clear an area of thugs, 
a 


might find some evidence. All the clues 
are clearly marked, but some are well- 
guarded. 


ing criminals’ cars through the 
streets. You have to riddle the cars 
with at least two dozen shots to 
stop them, but be careful. If your 
car is hit by too much return fire, 
you'll be pulled off the case. 

The game switches to a side 
view when you enter a building. 
You'll confront hostile dogs, rats, 
and bad guys. You can fire on the 
gun-toting criminals, but if you 
blast an unarmed bad guy, you'll 
lose one badge of energy. (You 
begin each case with four badges.) 

When you clear an area of 
thugs, you'll find evidence point- 
ing to a suspect you must interro- 
gate. When you arrest the guilty 
criminal, he’s locked behind bars 
and you get the first clue for the 
next crime. 

Dick Tracy is an action-adven- 
ture game that’s a step above the 
average shoot-em-up. The graph- 
ics are crisp and clean — if a bit 
repetitious — and the crime-solv- 
ing puzzles add a nice twist to the 
usual kill-or-be-killed cops and 
robbers game. 
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t’s not often that 
you meet some- 
one who’s a kung 
fu expert, a world- 
champion street 
fighter, and a 
groundbreaking 
scientist all rolled 
into one. But 
that’s a perfect description of Ken, 
the hero of Streetfighter 2010 — The 
Final Fight. 

After defeating all of the 
world’s greateststreet fighters, Ken 
turned his attention to academics. 
Working in the field of cybotics 
(cybernetic robotics?), Ken and his 
best friend Troy perfected 
cyboplasm — a substance that 
could make a person several times 
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This Basher tries to crush you by swinging, 
from an invisible wire. 


stronger than normal. 

Their discovery came just as 
mankind was beginning to travel 
to new worlds, where strength 
could mean the difference between 
life and death. Though happy his 
formula had proven useful, Ken 
had no desire to travel to these 
new planets — until the formula 
for cyboplasm was stolen and Troy 
was murdered. 

From its title, you’d probably 
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STREETFIGHTER 
2010 


Stephen Poole 


Version reviewed: Nintendo. 


Capcom, 3303 Scott Bivd., Santa 
Clara, CA 95054. 


expect Streetfighter 2010 to be an* 
other furious exercise in fisticuffs, 
and you'd be partly right. Ken’s 
primary weapons are his feet and 
hands, the game puts a premium 
on fast reflexes and good timing, 
and you have to battle your way 
through a seemingly endless 
number of enemies. 

But a couple of things set it 
apart from the usual punch-and- 
kick games. Thescreens scroll both 
horizontally and vertically, and if 
you don’t keep up with them, it’s 
curtains for Ken. Also, most of your 
enemies are repulsive (and persis- 
tent) alien life forms instead of the 
human punks and villains found 
in most martial-arts games. 

When Ken begins each life, his 
punches and kicks have a very 
short range. You won't get very far 
unless you find power-ups to in- 
crease this range, because getting 
close to any foe almost certainly 
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Smash as many round pods as you can to 
uncover power-up capsules. 


means taking a hit. Just a few 
power-ups increase Ken’s lethal 
range quite a bit. Eventually, it 
looks as if Ken is firing a weapon 
when he unleashes his blows. 

Streetfighter 2010 has unlim- 
ited continues, and for good rea- 
son. Capcom recommends this 
game for advanced players, but 
even they will probably have their 
hands full. 

The game’s story isodd— how 
many kung fu masters are scien- 
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These limbs are like a trampoline — use 
them to spring away from the hunter 
drones. 


tists? — butif you like arcade-style 
games with plenty of action and 
challenge, you won't be disap- 
pointed with Streetfighter 2010. 


GP 


GAME PLAYER'S 


84 


BA All-Star 
Challenge 
packs a pow- 
erful one- 
two punch: 
It’sa realistic 
basketball 
game played 
by some of the National Basketball 
Association’s greatest names. 
Roundball fans won't be disap- 
pointed with this latest Game Boy 
offering from LJN. 

NBA All-Star lets you choose 
from four different variations: a 
one-on-one match between two 
NBA players; an accuracy shoot- 
out; a friendly game of H-O-R-S-E; 
or a free-throw contest. 


The roster in NBA All-Star Challenge in- 
cludes 27 NBA greats. 


Michael Jordan goes up for an easy two- 
pointer against Rolando Blackman. 


Brian Carroll 


Not surprisingly, the one-on- 
one game is NBA All-Star’s most 
entertaining challenge. You can 
select two actual NBA players from 
the 27-man roster and then try to 
guide one of them to victory. Your 
opponent can be controlled by ei- 
ther a friend or the computer. 

Although familiarity with NBA 
playersisn’tnecessary, it definitely 
helps. For instance, if your friend 
chooses Danny Ainge, it would be 
a good idea to pick another three- 
point threat, like Larry Bird or Kelly 
Tripucka. , 

It also helps to know each 
player’s strengths and weaknesses 
before you hit the court. If you 
choose Patrick Ewing, for example, 
your best strategy is to get inside 
the paint and take the easy layups. 

Unfortunately, two of bas- 
ketball’s best are absent from the 
NBA All-Star roster: Magic John- 
son, last year’s most valuable 
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You can choose from four different tests of 
basketball ability. 


player, and David Robinson, last 
season's rookie of the year. 

Despite the Game Boy’s limi- 
tations, NBA All-Star does a fine 
job of conveying the excitement of 
a good game of basketball. The 
characters are easily distinguish- 
able on the small LCD screen. Un- 
fortunately, they dwarf the tiny 
basketball court. This means you 
don’t have a lot of floor space on 
which to move around. 

Nevertheless, NBA All-Star is 
well-suited to the Game Boy. Since 
people often use their Game Boys 
on the go, quest games aren’t al- 
ways the best kinds of games to 
take along. Sports games, on the 
other hand, tend to be more flex- 
ible. NBA All-Star allows you to set 
time limits for your one-on-one 
games (2, 5, 8, or 12 minutes) or 
play until someone scores a pre- 
determined number of points. 

Thanks to NBA All-Star Chal- 
lenge, now you can hold your own 
with the NBA’s best players — the 
Game Boy shrinks them all down 
to size. 
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nake Rattle N Roll 
appears to be 
designed for 
gamers of the 
younger set. 
Lookatit—cute 
little snakes 
slithering 
around for food. 
It’s got to be simple, right? 
Wrong! Don’t be fooled. Once 
this intriguing game sinksits fangs 
into you, it just won't let go. It 
requires you to simultaneously 
collect various items, perform risky 
maneuvers, and race against the 
clock. Ifits dynamic graphics don’t 
overwhelm you, its increasing 
level of difficulty probably will. 
You control a serpent named 
Rattle (his friend, Roll, joins the 
game only in the two-player 
mode), and you're journeying up 
a mountain on your way to the 
moon. As each level begins, your 
snake starts with nothing but a 
head. Meanwhile, convenient 
dispensers are shooting out 
Nibbley Pibbleys, energy balls that 
bounce and dart around. By chas- 
ing and devouring the Nibbleys, 
you can add segments to your tail. 


At the end of each level, hop on the scale 
for your weigh-in. The door out of this 
level is at the upper right. 


REVIEWS 


SNAKE RATTLE 
N ROLL 


Phill Powell 


Version’ reviewed: Nintendo 


Nintendo of America, 4820 150th 
Avenue N.E., Redmond, WA 98052. 


Time is crucial in this game, and clocks are 
worth an extra 25 seconds. This one’s out 
ona ledge, so be careful. 
Eat enough Nibbleys and you can 
advance to the next level (there are 
11 in all). That is, if you can avoid 
the booby traps and other nui- 
sances. 

The terrain works against you, 
too. Snake Rattle N Roll resembles 
the world of Marble Madness — 
elaborate platforms and ramps 
viewed froma3-D perspective. The 
graphics packastrong visualeffect, 
and the dense landscapes are your 
greatest challenge. Each level is 


Snake Rattle N Roll demands expert 
jumping. The jump that takes you out of 
level 4 is one of the easier ones. 


loaded with waterfalls, cliffs, and 
ledges. Later stages take you 
through underwater caverns and 
ice kingdoms. 

Adapting to these different 
challenges demands new skills, 
suchas swimming underwater and 
scaling slippery ice hills. Although 
you don’t get a chance to practice, 
the game does give you two con- 
tinues. You'll need them, as well as 
the hidden bonus continues. 

Eliminating opponentsisn’t the 
central goal in Snake Rattle N Roll. 
In fact, there aren’t any lengthy 
battlestages. The enemies you face 
are pesky but easy to destroy; their 
role is merely to slow you down. 
Getting through each level is the 
whole point, and it’s also the main 
source of frustration. In some 
places, the multilayered back- 
grounds are almost impossible to 
navigate. 

For a game that seems so 
simple, Snake Rattle N Roll is sur- 
prisingly inventive and engaging. 
Try telling yourself it’s justa kiddie 
game when you're perched on a 
mountain ledge, only ashortslither 
away from certain doom. 
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olumns, the 
latest of the 
dozens of Te- 
tris-inspired 
games, offersa 
few variations 
onthe original. 
True, it doesn’t 
' offer as many 
as Klax, another Tetris variant for 
the Genesis. But then, Klax might 
be a little too different for Tetris 
fans who can’t buy the Soviet 
puzzle game for their Genesis 
systems and want the next best 
thing. 


Bo5Bee 


Look familiar? Unlike Tetris, however, the 
goal in Columns is to forma matching row 
of at least three colored blocks in any di- 
rection. 


Columns sticks much closer to 
the proven formula. Colored ob- 
jects gradually fall from the top of 
thescreen, and you have toarrange 
them in patterns at the bottom of 
thescreen tomake them disappear. 
Thelonger youcan keep the objects 
from piling up to the top of the 
screen, the longer the game lasts 
and the more points you score. 

But unlike the variety of geo- 
metric shapes that descend in 
Tetris, the falling objects in Columns 
are all the same shape — vertical 
columns made of three colored 
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COLUMNS 


Tom R. Halfhill 


Ifyou havetwocontrollers, the two-player 
mode allows you to go head-to-head 
against an opponent. 


blocks. You can’t rotate these ob- 
jects as you can in Tetris, but you 
can change the position of the col- 
ored blocks within each column. 
And unlike Tetris, your goal isn’t 
to form unbroken horizontal rows 
across the bottom of the screen, but 
rather to form matching rows of 
colored blocks. When you line up 
three or more blocks of the same 
color vertically, horizontally, or 
diagonally, they disappear and you 
get points. 

If any blocks are stacked atop 


In this variation of the basic game, your 
goal is to reach a flashing block buried at 
the bottom of thescreen. A clock measures 
how long you take. 


the ones that disappeared, they'll 
fall downward to fill the gaps. 
Sometimes this triggers a chain 
reaction — new rows of matching 
blocks are formed, then disappear, 
thus causing more blocks to fall, 
and so forth. There’s also a “wild 
card” column that eliminates all 
blocks of whatever color it lands 
on. 

Basically, that’s it. Columns 
does offer a few variations on the 
standard game, though. Two 
people can play simultaneously, 
and another mode lets you race 
against a timer while trying to un- 
cover a flashing block buried be- 
neath regular blocks at the bottom 
of the screen. 

Perhaps the best new feature 
of Columns is the background mu- 
sic. You can choose from three 
different tunes, all much better than 
the average videogame sound- 
track. 

In short, Columns holds few 
surprises. It won’t win any points 
for massive originality, but if you 
want to play Tetris on your Gen- 
esis, this is as close as you’re likely 
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verybody 
loves the cir- 
cus — funny 
clowns, brave 
animal tam- 
ers, and fear- 
less acrobats 
all under one 
big-top tent. In 
Circus Caper, Tim and Judy can’t 
wait to see the show when the 
circus comes to town. But this 
troupe is led by an evil ringmaster, 
Mr. Magic. He kidnaps Judy, and 
with a nasty chuckle tells Tim that 
he’llnever see his little sister again. 

You play the role of Tim as he 
races to outwit the sinister magi- 
cian. If you don’t save Judy, the 


You can’t destroy enemies with the blocks 
you collect, but you can use them to jump 
to places that are normally out of reach. 


circus thugs will use her as a knife- 
throwing target. 

Circus Caper has six acts 
(stages) you must survive before 
making the rescue. Fortunately, 
you won't go unarmed. Each time 
you defeat an enemy, you get a 
chance to grab power items and 
weapons. 

The yo-yo may be the best 
weapon to use against the clowns 
in the first act. It revolves around 
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CIRCUS 
CAPER 


Lisa M. Bouchey 


Version reviewed: Nintendo. Toho, 
2049 Century Park East, Suite 490, 
Los Angeles, CA 90067. 


Tim and destroys enemies as they 
approach. If you find yourself 
without a weapon, try kicking and 
punching your way past the bad 
guys. To advance to the next act, 
you must get by the stage boss, 
Rolypoly the clown. 

Inthe air above the center ring, 
you'll fight trapeze artists and a 
monkey named Leonard. If you 
can outfox the tightrope walker, 
you'll find yourself backstage in a 
maze filled with egg-walkers and 


SCURE OO2Z1000 ITEM 


Hamburgers and pieces of cake restore 
your power and life, but make sure you 
catch them before they hit the ground. 


SUGKE OOIS500 ITEM 
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The bosses from each act make a final 
appearance in the last scene of the game. If 
you can get by them one more time, you'll 
face Mr. Magic. 


hammer-throwers. Gamran, the 
white tiger, also lurks in the laby- 
rinth. If you defeat him, he'll give 
you a key to the lion cage. 

Soccer balls make good weap- 
ons when you advance to the ani- 
mal cage. The balls roll along the 
contours of the tentand knock baby 
elephants and lions out of your 
way. But you'll have a tougher 
time getting rid of Ivanov the ani- 
mal trainer and Spanky the bear. 

Before your final showdown 
with Mr. Magic, you'll once again 
faceall of the bosses you’ ve already 
defeated in previous acts. Get by 
them as quickly as possible, be- 
cause the master magician has 
some tricks up his sleeve. 

The simple graphics and plot 
make Circus Caper a good game for 
younger players. The graphics may 
be a little too simple for older 
gamers, but controlling your 
character is a challenge that makes 
the game worth playing. 
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ake a look at the 
shelves of your 
favorite soft- 
ware store: The 
majority of new 
games for sale 
are either edge- 
of-your-seat 
role-playing 
adventures or action-packed 
simulators. If you prefer games that 
are more contemplative, take an- 
other look to find Ishido: The Way of 
Stones. 

Ishido is an amalgam of many 
games from many cultures, based 
on traditions that go back thou- 
sands of years. Its primary inspi- 
ration, though, is drawn from the 
games of ancient China. Ishido is a 
very simple game to learn that 
nonetheless requires a subtle strat- 
egy reminiscent of chess. 


Several possible four-way matches are just 
waiting for the right stones. 


Some stone sets are distinguished by 
shapes instead of symbols, as with these 
jewels. 
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ISHIDO: 
THE WAY OF 
STONES 


Gary Meredith 


Version reviewed: IBM, Tandy, and 
compatibles; 512K minimum 
memory (640K for Tandy 16-color 
graphics); CGA, EGA, MCGA, VGA, 


Tandy 16-color, or Hercules graph- 
ics (hard drive or 3.5-inch floppy 
drive required for VGA); mouse 
optional. Accolade, 550 S. Win- 
chester Blvd., San Jose, CA 95128. 


Each player (youcan challenge 
another person or the computer) 
works with a pouch of 72 pieces 
called stones. Each stone is deco- 
rated with one of six colors and 
one of six symbols. You take turns 
placing the stones one by one on 
the game board in’order to match 
colors and/or symbols with as 
many other stones as possible. 

If you match two stones of the 
same color or the same symbol, it’s 
called a two-way. A three-way re- 
quires matching two colors and 
one symbol, or two symbols and 
one color. A four-way — the ulti- 
mate goal — requires matching 
twocolorsand twosymbols. That's 
really tough, but the game puts a 


big premium on four-ways, espe- 
cially consecutive matches. 

Ishido has stunning graphics, 
particularly for a board game. You 
can choose from a number of dif- 
ferent boards and stone sets (such 
as runes or hieroglyphs), which 
makes this game a visual as well as 
a mental feast. 

There are also several play and 
scoring options. In the “ancient” 
variation of the game, the object is 


To score points, matches must be made 
only on the lighter-colored inner squares 
of the board. (These stones, by the way, 
depict ancient Germanic runes.) 


to place as many stones on the 
board as possible, leading toamore 
slowly paced and contemplative 
game. In the “modern” variation, 
the object is toscoreas many points 
as possible (which, for some, may 
detract from the game’s charm). 
You can also set time limits for 
moves. 

If yournerves have been frayed 
by the games you've been playing, 
perhapsa few hours with Ishido: The 
Way of Stones is just what you need 
to put everything into perspective. 
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kull and Cross- 
bones is an ac- 
tion-packed 
quest adven- 
ture for one or 
two players. 
It’s about two 
pirates, Red 
Dog and One 
Eye, who sail in search of treasure 
while guarding a beautiful prin- 
cess. Then the Evil Wizard (how’s 
that for an original name?) be- 
witches them with a spell and 
kidnaps the princess (not to men- 
tion an original concept!). The two 
pirates (or one pirate, in a single- 
player game) set out to find her 
and avenge their tarnished honor. 

To complete this adventure, 
you must clear six stages and sur- 


Most of the screens are so busy that the 
two-player mode is definitely recom- 
mended for survival. 


Booty appearsin unlikely places—clouds, 
for instance. 
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SKULL AND 
CROSSBONES 


William R. Trotter 


Version reviewed: Nintendo. Brod- 


erbund, 17 Paul Drive, San Rafael, 
CA 94903 


vivea final showdown on Wizard's 
Isle. The six stages are arranged on 
a map screen, with the easiest one 
to the left and the most difficult on 
the right. You can play them inany 
order you want. 

In each stage, you must not 
only defeat lots of enemies — both 
human and supernatural — but 
also collect booty. Later, if youclear 
the stage, you can trade the booty 
for valuable weapons. 

One player can tackle this game 
alone, but Tengenrecommends the 
two-player mode, and we strongly 
agree. The screens in Skull and 
Crossbones are extremely busy. 
They’re filled with enemies trying 
to kill you, objects you must grab, 
and places where you must jump 
to avoid losing a life. Our game 
testers found it difficult — and on 
some screens, virtually impossible 
— fora single player to maneuver, 


fight, and grab all of the necessary 
booty. In the two-player mode, 
however, one person can do most 
of the shooting while the other 
concentrates on picking up the 
objects. 

Inthe single-player mode, you 
get five continues. In the two- 
player mode, the five continues 
are shared by both players. Health 
points and extra lives are some- 
times available as bonuses. 


It's hazardous to go near cannon muzzles, 
but that’s often where the best booty can 
be found. 


The graphics are bright and 
cartoony, and the whole game has 
a fresh, appealing style. Basically, 
though, Skulland Crossbones isa fast 
and furious action game that val- 
ues quick reflexes and sharp coor- 
dination over good strategy. 

Many people will find Skull and 
Crossbones frustratingly difficult 
when played alone. With two 
players, however, it turns into a 
better, more balanced game and 
becomes a lot more fun to play. 
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n Little Nemo: The 
Dream Master, a 
turn-of-the-cen- 
tury comic strip 
character leaps off 
the page and into 
a Nintendo game. 
As Little Nemo, a 
sleeping kid in a 
nightshirt, you'll take an imagina- 
tive journey into the fantasy world 
of Slumberland. But leave your 
machine guns and guided missiles 
at home — Little Nemo deals with 
danger by tossing candy and 
transforming himself into various 
animals. 


Carefully pick which animals can reach 
the hidden, magical keys in the Night Sea 
of dream 4. 


Inamarket glutted with shoot- 
em-up games, Little Nemo is a 
gentler pastime. The strategy and 
action are well-balanced. To finish 
each dream (stage), you have to 
collect a certain number of magical 
keys. That may sound simple, but 
swarms of army ants and other 
pesky crawlies are out to get you. 

By tossing three candies at a 
friendly creature, such as a frog, 
Nemo gains the animal's strengths 
and weaknesses. The trick to win- 
ning is to learn how to use each 
kind of animal toreach the magical 


REVIEWS 


LITTLE NEMO: 
THE DREAM 
MASTER 


Richard Lashley 


Version reviewed: Nintendo. 
Capcom USA, 3303 Scott Bivd., Santa 
Clara, CA 95054. 
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Watch out for the dish-throwing monkeys 
in dream 7's Topsy-Turvy World! 


keys. Some parts of the game, such 
as the end of the Mushroom Forest, 
test your ability to overcome ob- 
stacles while dodging enemies and 
stunning them with candy. 

Your final goal is to free King 
Morpheus. The king’s daughter, 
Princess Camille, gives you the 
powerful Morning Star wand be- 
fore youenter Knightmare Land in 
dream 8. Use the wand to battle the 
two bosses in that stage. 


The toughest boss, the demonic 
king of Knightmare Land, lurks at 
the end of the game. He’s beatable, 
but it takes persistence. (Try 
standing in the left corner of the 
screen and striking him with full- 
power blasts from the wand. Your 
position allows you to dodge his 
red blobs by jumping in one di- 
rection, then scampering in an- 
other.) 

Top-notch graphics add to the 
excitement of each dream. The 
chugging trainin the House of Toys 
and the brilliant fire walls in 
Knightmare Land are especially 
nice touches. 


The dangerous fire walls in dream 8 show 
off the top-notch graphics in Little Nemo. 


Coordination and timing are a 
must in Little Nemo. The game 
gradually becomes more difficult 
as your adventures take you deeper 
into Slumberland. Overall, Little 
Nemo should appeal to both inter- 
mediate and advanced players. 
Experienced gamers will probably 
consider the first seven dreams as 
a warm-up for the shadowy evilin 
Knightmare Land. 

GP 


91 


GAME PLAYER'S 


AND PREV 
LET'S DO THE TIME WARP 


The year is 2999, and the evil war- 
riors of Drakkon have gained con- 
trol of a powerful time machine. 
Now they plan to conquer Earth 
by fighting a war on a unique 
battlefield — Earth’s past. By go- 
ing back in time and changing cru- 
cial moments of history, the 
Drakkons can easily take control 
of Earth’s governments and 
people. 

In Milton Bradley’s new 
Nintendo game, Time Lord, youare 
aplanet-hopping mercenary hired 
by the desperate scientists of the 
MB Time Travel Research Center. 
Your mission is to travel through 
time and stop the Drakkons’ de- 
ranged plans. 

You do battle in four different 
locations and eras of history — on 
a pirate ship in 1650, in war-torn 


A Drakkon foe faces a “timely” death in Milton 
Bradley's Time Lord. 


France in 1943, in the American 
West of 1860, and at Castle Harman 
in 1250 England. In each era, you 
must gather weapons, discover five 


mysterious time-traveling orbs, 


and defeat the Drakkon Lord be- 
fore advancing to the next time 
period. Finally, you return to 2999, 
where Earth’s past, present, and 
future will be decided as you face 
the mighty Drakkon King. 
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GAME BOY 
GETS SERIOUS 


Nintendo’s Game Boy isn’t just for 
games anymore. GameTek has an- 
nounced InfoGenius, the first non- 
entertainment product for a hand- 
held videogame machine. 
InfoGenius is a series of Productiv- 
ity Pak cartridges that includes a 
spelling checker, dictionary, ency- 
clopedia, and thesaurus. Addi- 
tional cartridges will feature per- 
sonal organizers and health and 
fitness information. 

GameTek is also planning to 
introduce language translator car- 
tridges for the Game Boy. The first 
ones will be English-Spanish and 
English-French translators. 


FUTURISTIC ROLLER DERBY 


Inthe 21stcentury, terrorist groups 
have become strapped for funds. 
This is upsetting the plans of VI- 
PER (Vicious International Punks 
and Eternal Renegades) to domi- 
nate the world. As a result, VIPER 
has decided to infiltrate 
RollerGames, a popular spectator 
sport, and win the huge cash prize. 
Thus begins RollerGames, a new 
Nintendo title from Ultra. 

VIPER enters three teams in 
the RollerGames tournament and 
captures the sport’s commissioner, 
Emerson “Skeeter” Bankhead. It’s 
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up to you, the RollerGames cham- 
pion, to protect the prize money 
and save Commissioner Skeeter. 

Asyouskate throughsixstages, 
you must overcome oil slicks, open 
manholes, skateboard goons, and 
motorcycle thugs. Eventually 
you'll find the gang’s headquar- 
ters — the VIPER Pit. But winning 
the final battle won't be a skate in 
the park. 
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Skillful skating is the key to victory in Ultra’s 
RollerGames. 


AND PRE V 
STELLAR 7 RETURNS FOR PC's 


Dynamix is releasing an updated 
version of the classic computer 
game Stellar 7 for PC compatibles. 
First released in 1983, Stellar 7 has 
been upgraded with 256-color 
VGA graphics and an original ste- 
reo soundtrack. 

Stellar 7 is a futuristic arcade 
game in which youare Earth’s only 
hope of defeating the invading 
Arcturan forces. Youcommand the 
world’s most sophisticated fight- 
ing machine in a battle that spans 
seven different planets. Ultimately 
you must face a terrifying show- 
down with the dreaded Supreme 
Overlord of the Arcturan Empire. 


The new version of Stellar 7 
features digitized graphics, 15 
original songs, numerous sound 
effects, support for many different 
sound boards, and optional con- 
trol by keyboard, mouse, or joy- 
stick. 


Destroy the evil Arcturans in Stellar 7 from 


Dynamix. 


BEAT THE ODDS 
IN VEGAS DREAM 


Live life in the fast lane and break 
the bank in Hal America’s Vegas 
Dream, a casino simulation for 
Nintendo. The Hal Palace Hotel 


Visit a simulated casino in Vegas Dream. 


casino offers four Vegas games of 
chance: roulette, keno, blackjack, 
and a slot machine. Starting with 
$700, you try to beat the odds and 
win the $10 million jackpot. 

Buy some chips, choose your 
game, and place your bet, includ- 
ing side bets with fellow gamblers. 
Allofthe games have realistic odds 
and are played by casino rules. But 
don’t get so caught up in the gam- 
bling that you forget to takea break 
from the tables and meet the inter- 
esting regulars who hang around 
the casino. 
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CASTLEVANIA 
SWEEPSTAKES 


If you enter Konami’s new vaca- 
tion getaway sweepstakes, you 
could win a trip to a beautiful, 
historic European castle. There’s 
only one catch — it’s Dracula’s 
castle. 

To promote Castlevania III: 
Dracula's Curse, the latest install- 
ment in the popular Castlevania 
series, Konami willsend one lucky 
winner and three friends on an 
all-expense-paid trip to Tran- 
sylvania. They'll stay at what was 
once the castle of Vlad the Impaler, 
the butchering tyrant who in- 
spired the Dracula legend. 

Runners-up will receive the 
original film version of Dracula or 
copies of Simon's Quest: Castlevania 
II and Castlevania, the first two 
games in the series. If you want a 
chance to win this unholy holi- 
day, entry forms can be found at 
retail stores, in advertisements, 
and in the Castlevania III game box. 
Winners will be determined by a 
random drawing. 
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Win a trip to Transylvania in Konami’s 
Castlevania III contest. 
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AND PREV 
A-10 TANK KILLER HITS AMIGA 


You've earned the right to be a 
Flying Tiger and sit in the hot seat 
of the Fairchild/Republic A-10 
Tank KillerGround Support Plane. 
Armed with an awesome array of 
weapons, your mission is to pro- 
tect ground troops from enemy 
tanks. 

In A-10 Tank Killer, a new 
Amiga flight simulator from 
Dynamix, you are Captain Buck 
Ryan of the Flying Tigers. You 
must successfully fly your A-10 on 
seven dangerous missions against 
enemy forces. Although your 
plane is armed with 30mm can- 
nons and 16,000 pounds of laser- 
guided missiles and bombs, you 
must also use cunning and tactics 
to intercept radio messages, adapt 


to the environment, and plan sur- 
prise attacks. 

In addition to the seven stan- 
dard missions, A-10 Tank Killer also 
has a campaign mode that simu- 
lates extended warfare. An acces- 


sory disk is available with seven 
more battles. 


Hunt down enemy armor in A-10 Tank Killer 
from Dynamix. 
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also IMPORTED GAME CASSETTES from JAPAN! 
NOW! (213) 792-1190 


TERMS AND CONDITIONS 


Prices may vary wihout notice. Video Gameland reserves the ight to tum down any ordec Al orders of more than 20. | 


(or more titles and/or more than one of any title must call beforehand to verity. Check or Money Order only, no Credit 
Cards or C.0.D. For missing box or instructions we deduct $1 each. To buy box or instructions add $1 each. Shipping 
and Handling charges are: for up to three games $3.50, for each additional game add $1. for systems $8.50, plus $1 
for each game. All orders shipped within 48 hours of receiving your order. All returned or defective orders will be 
Charged the same shipping and handling rates. Video Gameland guarantees all merchandise for seven days after 
arrival. If ordering with personal check, print state driver's license number on check. Make check or money order 
payable to: Video Gameland, 1000 Torrance BIvd., Suite D, Redondo Beach, CA 90277. Video Gameland is not 
‘endorsed by manufacturers contained in this ad. Not responsible for misprints. All tems subject to availablity. Video 
Gameland is open 7 days from 10 a.m. to 8 p.m. PST. Call fist for current prices. (213) 792-1190. 


ee 1 


T ORDER FORM 

VIDEO GAME LAND. 

PLAZA 1000 #D, 1000 TORRANCE BLVD. 
| REOONDO BEACH. CA 90277 


| PLEASE CHECK ONE: © IWANTTOBUY © IWANTTO SELL 


PLY 


NAME Please Print AGE 

| ADOREss 

cry STATE zip 
SIGNATURE 


[PHONE (1) 


For action on the go, its 
Acclaim’s blockbuster SuperPlay 
hand-held games! With high tech 
features that leave ordinary hand- 
helds grounded —like super sound 
effects, high score memory, and 
4-way action controls — you've got an 
arcade game in the palm of your hand. 

Solve Bart Simpsons™ 
Cupcake Crisis. Grab your high tech 
machine gun in NARC? Crash ‘n 
bash your way to the finish line with 
Bigfoot” For aslam dunkin’ 
basketbraw/, it's Arch Rivals.’ And 
for the ride of your life, its Total 
Recall." 

Any way you play ‘em...the 
action is out of this world. 


entertainme 


Masters of the Game” 


© 1988 Williams” Electronics Games, Inc. IronSword™ and Wizards & Warriors 

ind 8x4x4" TM Bigfoot 4x4, Inc. The Simpsons™ and © 1990 Twentieth Century Fox 
Film Corporation. All rights reserved. Ring King” TM & © 1987 . tured under license. Knight Rider” TM & © 1982 Universal City Studios, Inc. Combat Zone™ TM & 
© 1989 Acclaim Entertainment, Inc. 1943: The Battle of Midwe 
TitanSports, Inc. World Wrestling Federation; Wr likenesses are trademarks of TitanSports, inc. All rights reserved. © 1988 
TitanSports, Inc. Total Recall” © 1990 Carolco Pi All rights reserved. IronSword;” Wizards & Warriors'* Acclaim,” Masters of the 
Game,” and SuperPlay” are trademarks of Acclaim Ent 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 


Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 


We have no desire or intention to profit from these in any way. 
So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 
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